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COMMUNITY AMAGAZINE 


Welcome dear readers to issue #3 of the World of Warcraft Community magazine. This is our 
very last issue before Warlords of Draenor is released, which means our next few issues after 


this are going to be all about the new expansion. Are you excited? We know we are! 


This issue has got some familiar features returning with The Lore-Down back with a double whammy 


(Rexxar and Lady Jaina), more on battle pets, and of course your Achievements guide for Hallow's End. 
We've got lots of new articles this week: a character analysis of Chen Stormstout, a bunch of guides 
on raiding, to help anyone from the aspiring raid leader to the potential team-member for any raiding 
group, and for the roleplayers among us, you'll find plenty of content to keep you entertained. 
Considering the pre-patch has dropped, we've covered the quest lines for both Horde and 
Alliance as we prepare ourselves to wage war against The Iron Horde, and we've also got a 


rather special fictional piece set in the midst of the in-game Hallow's End celebrations. 


There’s plenty more of course, including a look at all the new character models that 


have been introduced, so we really hope you'll enjoy each and every page! 


Thanks for reading and we'll see you next issue for our Warlords of Draenor/10th Anniversary Extravaganza! 


Zrenfeld — E.\Walker 


Emsey P. Walker 
Editor 


www.gameonmag.com/wow 
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Steve Greenfield 


Managing Director 
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WE'RE HIRING! 


Do you appreciate alliteration? Marvel at a well- 
placed metaphor? Do you enjoy the therapeutic 
effect of finger hitting keyboard as the words 
magically transfer from mind to screen? We're 
looking for enthusiastic writers to join our 
team here at the World of Warcraft Community 
mag, so If you love WoW and would like to 
be involved, don t hesitate to contact us! 


We're also looking for talented artists to fill our 
pages with artwork. So if art is more your thing 
and you d like your credited work showcased to the 
entire community then let us Know! We're looking for 
anything from realistic work to cartoons, comics or 
sketches, so whatever your forte, we're interested. 


To apply for a writer or artist position with us 
please contact us with why you d like to join and a 
Sample of your work - wowldgameonmag.com 
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VALLEY OF TRIALS - 
ORC STARTING ZONE 


By Leanne Dugan 


Powerful, honorable warriors of the Horde, that’s what we strive to be. No Orc should 


ever hang their head and walk away; stand tall, stand proud and be victorious. 


e fight and we win, that 

W.: our way. Those who 
stray into black magic shall be 
persecuted, there Is no dignity in 
the dark arts; we fight honorably, 
we have battle scars and we wear 
them proudly. Well except me, I’ve 
just become of age to train; but 
| have been preparing my whole 
life for this. Since | can remember 
my father had me in the training 
fields wielding axes and fist 
weapons, learning hand-to-hand 


combat. Endurance, mobility 
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and strength that’s what gives 

a true warrior their advantage. 
Know your enemies moves 
before they make them, prepare 


and don't... ever... look back. 


Be aware of when to use your 
given ability, Blood Fury makes 
us that much stronger. LOK’ TOR 


OGAR, FOR THE HORDE! 

As Durotar dwindles in 
resources, we struggle daily; 
but we are survivors. Our race’s 


leadership hangs In the winds 


with Garrosh’s recklessness, 
his victories blind some, they do 


not see what he Is becoming. 


But /sigh I’m just a trainee, 
even the those who guide me 
laugh at me; they think | am 
weak, | have proved nothing 
as to my ability to conquer... 
yet. Killing boars seems like a 
demeaning job, we need food | 
understand, but | want to fight; 
not watch squealing pigs die 
at my feet. At this point your 
breadcrumb quest leading to your 
class quest is available. All class 
breadcrumb quests are some 
form of ‘Parchment’ (Etched 
for Hunters, Rune-Inscribed 
for Shamans, etc...}. However 
unless you decided kill more 
boars than needed, and | mean 


a lot more of them, you won't be 


level 3 just yet. Hang on to it, it 
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won't be long until you get there. 
Galgar makes the best Cactus 
Apple Surprise, you have to try it. 
Come on, let’s go get some so he 
can make us up a batch; | sawa 
ton of them over by the boar pens. 
Oh yeah, that hits the spot; what 
did you think, amazing aren't they. 
| suppose we should get back to 
work if we ever want to get out 
of this place and become true 
warriors. Hey, shh, over here; | 
heard rumors that the Alliance 
are hidden here scouting the 
area. Those scumbags aren't 
going to know what hit them, 
literally /smirk. The smell of their 
blood running down my hands 
makes me feel like a god, | want 


war. /Shudders, where did that 
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come from, no wonder the old 


warriors stare blankly in silence, 
say something like that out loud 
and Garrosh would have you 
hung for mutiny. So, you dinged 
level 3 somewhere in all that 
blood and gore; go complete 
your class quest now before you 
venture off to become glorious. 
Learning how to make anti- 
venom isn't a terrible skill to have, 
after all knowledge Is important 
on the battlefield, it can save 
your life. We also have to find 
those lazy peons while we are 
out collecting stingers, no work 
ethic at all in those ones. While 
the scorpions are everywhere you 
look, you will spend a bit of time 
trying to find the peons; head 
to the wall of the zone and stay 
along It and eventually you will 
find them. If they aren't sleeping, 
just wait, they will get bored of 


chopping the trees and pass back 
out. | see someone over there, 
do you see that? Is that... a Troll? 
/Shrugs. He’s badly injured, | 
don’t think we can get him back 
safely. Of course | will avenge 
you; you may be a Troll, but we 
are brothers in the Horde. That 
is one big scorpion, | would love 
to use that as my doormat. He 
wasn't so hard to kill, not sure 
why that Troll had problems, he 
must not have been trained very 
well. Hana’zua, are you still with 
us? | will send for help, maybe 
Gornek will know what to do. Note 
that on your return to Gornek 
you will see a breadcrumb quest 
to go find the Troll we already 
encountered. This quest is not 
available until level 4, which you 
most likely were not before you 
set out to find peons, unless you 


are pimped out in heirlooms. 
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You have already completed all 
of its following quests, so if you 
want to run back up and turn 
it into Hana’zua for the xp go 
ahead, otherwise just ignore it. 
The Burning Blade, does 
Garrosh know? Probably best that 
he doesn't. First the familiars 
must go, those little devil imps 
are such a nuisance. Then we 
venture into their cave, dark 
and damp, chills run down my 
spine; felhunters everywhere, 
kill them all. There he is, shh, we 
take him by surprise. Demon- 
worshipping fool, feel my blade! 
Ah right, thank you for reminding 
me, we need to go grab Thazz’rils 
mining pick on our way out. 
Over there, [middle of the cave 
- 40.8, 52.5) see it glowing, he 
enchanted it so he doesn't lose it 
in the dark... | know redundant, 
considering it’s here and he’s not. 
We did it, we proved we are 
not useless weaklings. See them 
talking about us over there, one 
day everyone will be talking about 
us. I've got to head off to Sen’‘jin 
Village now, need some more 
blood on my shoulderpads and 
my axes sharpened. Lok’tar Ogar 


friend, Glory to the Horde.m= 


By Leanne Dugan 
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THE LORE-DOWN: 
REXXARAND THE 
LADY OF THERAMORE 


By Heather Cook/Christopher Davis 


In Lore-Down this issue we have a guest writer, KirbyDude65 wholl be looking into the Alliance's 


Lady Jaina Proudmoore and | will be taking a look into the Horde's Champion: Rexxar. 


CHAMPION OF THE HORDE 


Nota title given out freely to 
just anyone, Rexxar the half-Orc, 
half-Ogre beastmaster however, 
has earned his through sweat, 
blood and tears (though most 
likely little of the last and much 
of the first two}. The leader of 
the Stonemaul Clan and birthed 
from the Mok'Nathal Clan leader, 
he is an honorary member of 
the Horde. A hulking mass of 
muscular strength and brutish 
skill Rexxar is considered one 
of the finest warriors; alongside 
his faithful companion the bear 
Misha he currently resides in 
the Blade’s Edge Mountains of 
the Outlands but is set to make 
an appearance in the upcoming 
expansion, Warlords of Draenor. 

Those players who experienced 


the vanilla quest requirement 


The GameOn Magazine 


for Onyxia's lair on the Horde 
side will recall the interaction 
with Rexxar as he wandered the 
path between the old Stonetalon 
Mountains and Feralas he 
became a favoured NPC amongst 
players for his unique looks and 
vital roles within the beginning 
of Thrall’s Horde. To understand 
how one gains such an honorary 
title of “Champion of the Horde” 
however we need to go back to 
the beginning and look at how this 
magnificent brute came to be. 
As mentioned above Rexxar 
was born to the leader of the 
Mok'Nathal Clan and grew up 
within the lands of Draenor; 
when the dark portal was first 
opened against his father’s 
wishes Rexxar decided to follow 
the Orcs through the portal into 
Azeroth seeking a better future 


for the Orcs and his companion, 


a large black wolf - Haratha. 
Teamed with Hellscream he 
helped to secure the Dark Portal 
whilst up against the Alliance. 
However due to a traitorous act 
from an Orc Warlock, Haratha 
sacrificed his life to save Rexxar 
- this selfless act swiftly changed 
Rexxar’s opinion on the Orcs 
and he took upon the decision 
after the fall of the Dark Portal to 
leave them behind and venture 
into the wilds of Azeroth with 
the animal companions. It was 
during this time he befriended 
the bear Misha and a large 
savage boar known as Huffer. 
Rexxar spent the majority 
of twenty years [or so the lore 
suggests] alone within the 
wild with his beasts as his only 
company, during a visit within 
the Kalimdor lands he comes 


across a battle between a group 
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of Quilboar and Mogrim - an 

Orc scout of Thrall’s new Horde. 
Assisting Mogrim in the battle he 
defeated the Quilboar however 
sadly Mogrim lost his life, upon 
his last dying breath he accepted 
Rexxar’s aid in taking the report 
to Thrall in Durotar, it is here the 
story of the Horde Champion 
begins. To truly appreciate the 
extensive aid Rexxar provided 
Thrall during the founding of 
Durotar it’s highly recommended 
to play the Warcraft 3 bonus 
play as it allows the player 

to take control of Rexxar and 
completes a variety of quests 

for NPCs met within the WoW 
universe, for now however we Il 
concentrate on the major events 
within the founding few months. 


Warcraft 3 brings in the 
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introduction of Chen Stormstout 
who takes a fancy to Rexxar and 
requests he is allowed to join 

him within the new land, though 
Rexxar has proven himself to be 
quite the loner he doesn't refuse 
the company of the Pandaren 

and instead they venture together 
leading to the eventual meeting of 


Voljin and his Darkspear Trolls. 


Following the assistance to Voljin 
and bringing his people to the 
safety of Durotar the Trolls accept 
Thrall’s invite to join the Horde 
and thus begins the first bonding 
of two of the Horde factions - a 
feat that would not have been 
optional had it not been for 
Rexxar and his strategic fighting 


skills against the Human invasion. 
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A meeting between the 
Human and Orcs was arranged 
by Admiral Proudmoore - the 
father to Jaina Proudmoore, was 


supposed to be an assassination 


against Thrall, luckily Rexxar 
went instead and was able to 
fight off the attempt. Due to this 
attempt however, Thrall sent 


him and a party to Theramore 
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to question the attack - Jaina 
insisted it was not her, in fact it 
was her father who had a hatred 
towards the Orcs. During this 


time of preparation of war Rexxar 


TRAVELS 
J LAE 


heads West to the lands of the 
Tauren where he aids the leader, 
Chieftain Baine Bloodhoof in 
finding and freeing his only son, 


Cairne, from their mortal enemy 


the Centaur; with this heroic deed 


Rexxar gains the bond of the 
Tauren Chieftain and his army to 
be part of the growing Horde. 
Seemingly not finished there 
Rexxar traveled to the site of the 
Stonemaul Clan seeking aid from 
the Ogres there, their Chieftain 
Kor'gall declined the offer - not 
the best idea for him. Challenging 
Kor'gall to a battle, Rexxar and 
his beast companions defeated 
Kor'gall and he gained the title 
Chieftain of the Stonemaul Clan. 
Following this successful trial of 
blood Rexxar returned to Thrall 
with the news of the Ogres he 


now brings to the battle against 


the Admiral Proudmoore and 

his army. It is now that Thrall 
deemed his actions for the Horde 
enough to grant him the title of 
‘Champion of the Horde’ - quite 
a fitting title given how much 


he’d done and continues to do. 


After beheading the Admiral 
Proudmoore he returned to 
Durotar with Thrall but chose to 


leave for the wilds once more, 


giving the leadership of the 
Stonemaul to Mok’Morokk and 
toured Azeroth with his Misha 
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once more, as mentioned earlier 
Horde players are required to 
seek him out for part of the 
quest chain to the Onyxia's Lair; 
however that option was removed 
when the Burning Crusade 
expansion arrived. It was with 
the Burning Crusade and the 
re-opening of the Dark Portal 
that Rexxar did return home to 
Outlands and found his people 
where he settled in Thunderlord 
Stronghold and asks for the aid 
of players to speak to his father 
and the others of the Mok'Nathal 
Clan; these quests however never 
give closure to the Rexxar-father 
situation and leaves options 
widely opened for Warlords of 
Draenor quests and outcomes. 

It has been confirmed 
Rexxar will be playing a part 
within Warlords of Draenor, 
and following Mists of Pandaria 
people have commented that 
they missed him during the Siege 
of Orgrimmar rebellion and are 
looking forward to having one 
of most famous and admired 
Champions of the Horde back to 
fight alongside them. | personally 
can't wait to see the hulking 
shadow and two wielding axes 
demolish everything in their path 


whilst the roaring sound of Misha 
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fills my ears, here’s to (hopefully) 
the final countdown till we meet 


again In battle! Blood and honor! 


THE LADY OF THERAMORE 


Leader of the Kirin Tor, former 
ruler of Theramore, current love 
interest of the powerful blue 
dragon Kalecgos, and one of the 


most powerful living mages on 
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Azeroth, Lady Jaina Proudmoore 
is a character with experience 
far beyond her years. While 
previously a purveyor of peace 
and cooperation, we saw a very 
different Jaina throughout Mists 
of Pandaria. This Jaina, was 
cold, harsh, and angry. It wasn't 
as if Jaina was a stranger to the 


horrors of war. She had helped 


face off against the Scourge on 
numerous occasions. She even 
fought off the Burning Legion 
alongside the Horde. What 
events could have transpired 
to cause her to shift her ideals 
and actions? Before we can get 
into Jaina’s shift in character 
design we have to understand 
how she came to be the ruler 
of Theramore, and how she 
took her people to Kalimdor. 
During the events of Warcraft 
Ill: Reign of Chaos, Jaina was 
tasked by her mentor, Archmage 
Antonidas, to investigate 
the undead plague roaming 
across Lordaeron with Prince 
Arthas Menethil and Uther, the 
Lightbringer. Through their 
travels they discovered that 
the country’s grain supply had 
been compromised, infecting its 
citizens with the undead plague. 
Arthas chose to raze the city of 
Stratholme in order to prevent 
the disease from spreading. 
Jaina and Uther both turned 
their backs up on Arthas before 
could commit the atrocity. Jaina 
returned to Stratholme, to see 
the devastation and horrors that 
was left behind by the Scourge, 
and by Arthas. While in awe, she 
was approached by the Prophet 


Medivh, urging her to gather 


what citizens she could, and flee 
across the ocean to Kalimdor. 
Once Jaina arrived 

Kalimdor, she and her people 
were attacked by Grommash 
Hellscream and his forces. Jaina 
and her army were forced into the 
Stonetalon Mountains where she 
was about to do battle with Cairne 
Bloodhoof, and Thrall. They were 
interrupted by Medihv, who told 
them of incoming invasion of the 
Burning Legion. Left with no other 
choice, Jaina and the humans of 
Lordaeron joined forces with the 
Horde and Night Elves in order to 
defend Mt.Hyjal from Archimonde 
and the Burning Legion. 

After these events Jaina 
and her people settled in a 
small island off the coast of 
Kalimdor. They named the 


island Theramore. Throughout 


Warcraft’s history, Theramore 
would be a beacon of neutrality 
between the Horde and Alliance. 
Jaina herself would also be 
challenged with staying neutral 
during times of conflict and strife. 
Events such as The Battle for 
Undercity, shows Jaina’s views on 
peace. Though all of that would 
come crumbling down while 
Garrosh Hellscream was Warchief 
of the Horde. With the beginning 
of Mists of Pandaria, Jaina would 
have a shift in morals and ideals. 
Shortly after Deathwing’s 
defeat by the hands of heroes and 
the dragon aspects (during the 
novel Jaina Proudmoore: Tides 
of War by Christie Golden), Jaina 
was visited by Kalecgos, Former 
Aspect of Magic. He told Jaina 
that the powerful relic, known as 
the Focusing Iris, had been stolen 


from the Blue Dragonflight while 
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transporting it to a new location. 
He asked for her help in locating 
it, together the two worked to find 
and locate the magical artifact. 
They are disrupted from their 
search by Garrosh, and the Horde. 

Northwatch Hold, an Alliance 
outpost in the Barrens, was 
attacked and decimated by 
Garrosh and his armies. Garrosh 
allowed a lone survivor to 
escape to Theramore to warn 
of the oncoming attack from 
the Horde. With news of the 
impending assault, Jaina asked 
Alliance leaders, and the Kirin 
Tor to aid in Garrosh’s blatant 
acts of aggression. The leaders 
agreed and sent aid to help 
defend Theramore. Kalecgos 
also agreed to assist Jaina 
in defending Theramore. 

The Alliance forces 


managed to drive back the Horde, 
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but the assault was simply a ruse 
for Garrosh’s brutality. The main 
goal was to collect leaders and 
allies of the Alliance In order to 
wipe them out with a Mana Bomb. 
The focusing Iris that Kalecgos 
and Jaina had been searching 
for was converted into a bomb, 
and decimated all of Theramore. 
Jaina would have been killed as 
well if not for Rhonin, former 
Leader of the Kirin Tor, pushing 
her through a portal he opened 
at the last moment. Rhonin 
sacrificed himself to contain 

the blast, and protect the few 
survivors of Theramore. 

While Jaina escaped, she was 
not unharmed by the events. The 
magical energy from the mana 
bomb had turned her hair into 
a deep white, leaving only a few 
locks of her previous golden hair. 


She quickly returned to the ruins 
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of Theramore only to be horrified 
by the destruction and death 
around her. However, Jaina’s 
shift in character truly occurs 
when she comes across the body 
of her former student Kinndy. 
Kinndy had been Jaina’s 
student for a significant period 
of time, and the two had grown 
very close. Kinndy was as Rhonin 
had put it, “extremely promising, 
intelligent and fiercely curious 
about the world”. When Jaina 
came across her corpse she 
reached out to touch it and it 
simply disintegrated into violet 
ash. Tears rushed down Jaina’s 
face as she frantically grabbed 
at the air, trying to grab the 
pieces of her former student 
as if she could some how put 
them back together. This was 
Jaina’s breaking point. 


Filled with rage, Jaina took the 


Focusing Iris and slaughtered 


a group of Horde soldiers sent 
to recover the artifact. She 
went to Stormwind and Dalaran 
and urged a counter-attack 
just as brutal as Garrosh had 
committed, but Varian and the 
Kirin Tor refused. Angered 
by this Jaina decided to take 
matters into her own hands. 
Jaina managed to use the 
Focusing Iris to amplify her 
already powerful magical abilities, 
and enslaved a magnitude of 
water elementals. With her Water 
Elementals she threatened to 
drown all of Orgrimmar, if not 
for Thrall and Kalecgos she 
would have succeeded, and all of 
Durotar would be underwater. 
Jaina returned with Kalecgos 
to the Kirin Tor, where Jaina 
apologized for her actions and 


requested if she could return 


to the Kirin Tor as an novice 
magi. The Kirin Tor refused, 
and instead appointed her 
as their leader to replace the 
recently deceased Rhonin. 

Fast forwarding to the events of 
Mists of Pandaria, around patch 
5.1 Landfall, Jaina is visited in 
Dalaran by Anduin Wrynn and 
an adventurer assisting in the 
Alliance war effort. Despite the 
previous betrayal at Theramore, 
Jaina urges and states that she 
will keep Dalaran’s neutrality 
despite previous actions from the 
Horde. She hoped that Dalaran, 
like Theramore before it, could be 
a place for peace and neutrality 
amongst the Horde and Alliance. 

If you haven't quested in Lion’s 
Landing, or are a Horde player, 

a lot of the time spent in the 5.1 


questline was tracking down a 


powerful Mogu relic known as 
The Divine Bell. The Alliance 
managed to retrieve it before 
Garrosh and the Horde and hid 
it away in Darnassus. However, 
after it was hidden away, it was 
stolen by Garrosh’s forces. How 
did Garrosh manage to sneak 
a force into Darnassus and 
steal the bell? Easy. By using 
Dalaran’s neutrality to pass 
through both cities with ease. 
This was the straw that broke 
the camel's back for Jaina. 
Once Jaina had discovered 
that the Sunreavers had once 
again betrayed the Kirin Tor 
for Garrosh, she rounded up 
any Blood Elves in Dalaran and 
imprisoned them. Any found 
resisting or fleeing, were killed on 
the spot. Innocent or not, Jaina 


was done with peace, and in her 
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eyes a member of the Horde was 
just as bad as Garrosh himself. 
Since these events, Jaina has 
had a very anti-Horde approach 
to politics in Azeroth. She even 
wanted Varian and the Alliance to 
march forward and, ‘dismantle 
the Horde” at the end of the Siege 
of Orgrimmar. She came to peace 
with a lot of the past events during 
the novel War Crimes, but for the 
most part Jaina isn’t happy with 
the Horde despite the fact that 
Garrosh is no longer Warchief. 
What does the new expansion 
hold for The Lady of the 
Theramore? Will she take part 
in our struggle against the Iron 
Horde? Will she ever return 
to an example of peace and 


neutrality? Only time will tell.m 


By Heather Cook/Christopher Davis 
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CHEN STORMSTOUT 
CHARACTER ANALYSIS 


By Julian Matthew Martinez 


Welcome to the World of Warcraft character analysis. We will be taking certain aspects 


of particular characters and analyzing them for things such as what they have done 


or will do or their relevance to particular factions or Azeroth as a whole. 


he rules of this character 

AP mek are as follows: 
anything that has happened in 
Warlords of Draenor will not be 
used in character analysis pieces 
until it is out of beta, anything 
that has happened in World of 
Warcraft novels will only be used 
if it doesn't contain major spoilers 
for said novel and only focuses 
on a particular character. Please 
note this piece will have some 
opinion. Today's character will be 
one of the first Pandarens World 
of Warcraft fans have seen in 
Warcraft three, Chen Stormstout. 

Chen Stormstout is a pandaren 
brewmaster from the Wandering 
Isles, a moving land on the back 
of the great turtle Shen-zin Su, He 
left his home to explore the lands 
and test exotic ingredients for 
his brews. One of the first lands 
he visited was Durotar when 


Thrall, Rexxar and Rokhan as 
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they attempted to found Durotar 
as a nation, Chen deciding to 
assist them in this endeavor. 
Once Pandaria was rediscovered 
he explored the continent along 
side the horde and alliance with 
his niece Li-Li. One of Chens first 
goals that players do participate 
in is aiding in reestablishing 
connections with the Stormstout 
clan, which leads to the 
Stormstout brewery dungeon 
where you help rid the dungeon 
of the creatures plaguing it. Other 
notable moments include Chens 
role in the Darkspear rebellion 
where he helps push Orc invaders 
away from the Darkspear before 
they attempt a first raid against 
Garrosh’s forces. While Chen 
himself is a wise warrior with 

a love for life and skill equal to 
that of the various faction leaders 
across Azeroth, he opens the 


gates to a bigger question. How 


important is he to the lore of 
World of Warcraft and just how 
important are Pandarens in the 
world of Azeroth now that Mists 
of Pandarias sun will set as 
Warlords of Draenor’s sun rises? 
It is no secret among World of 
Warcraft fans that the Pandaren 
race wasn't well received by 
everyone ever since their “April 
fools joke” reveal during the 
days of the Burning Crusade 
to the initial release of Mists of 
Pandaria. Yet Chen Stormstout 
has been around since the days 
of Warcraft three and Pandarens 
were used as hidden Easter 
eggs in Warcrafts beginning 
thanks in part to Samwise 
Didier. Would the founding of 
Durotar been impossible without 
Chen Stormstout? Would the 
battle against Admiral Daelin 
Proudmoore, father of Jaina 


Proudmoore, been a lost cause 
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without the Brewmasters aid? 
From a gameplay perspective 
this is relative. The mission would 
only be as hard as the individual 
player found it with or without 
the brewmaster unit. From a lore 
perspective it depends on how 
you look at it however. Rexxar 
alone is no joke and from a skill 
perspective Admiral Proudmoore 
could have been outmatched 

or equal to any of the horde 
warriors. Yet potentially this could 
have been the moment where 
the Horde could have been wiped 
out once and for all. The ideas 

of politics and alliances with 
strangers were still new to the 
Horde yet a chance was taken 


on Chen Stormstout. It took all 


of the warriors efforts to lead up 
to the defeat of the admiral and 
that included Chen. Whether 
you are an Alliance or Horde fan 
the Horde has always been a 
nation of power as well as honor. 
So whether or not Chen was 
integral to durotars founding is 
up to you at the end of the day. 

As far as Pandarens are 
concerned this is not only up to us 
as fans but their use to future lore 
as well. While there are plenty of 
silly reasons on why Pandarens 
were such a hated race to those 
who didn’t want them in Warcraft, 
there are also plenty of legitimate 
responses as to why Pandarens 
aren't the most interesting 


to particular players. Realize 


that Pandarens, just like trolls, 


goblins, gnomes and worgens are 
legitimate races that can’t just be 
ignored in the world. The world 

of Azeroth has the potential to be 
more than a simple race war and 
everyone will want different things 
at the end of the day for the future 
of Azeroth. So whether the future 
of Pandarens is just another race 
with a political voice in the world 
or they are directly involved in the 
upcoming events of Warlords of 
Draenor is up to every single one 
of us. Do we still enjoy a good 
brew? Or do we move on from 
this land and leave old memories 


for new maybe better ones?m 


By Julian Matthew Martinez 
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BATTLE PETS - 

I NEED A RAID 
GROUP, ANYONE 
OUT THERE? 


With the release of Mists of Pandaria, our beloved monthly event, The Darkmoon 
Faire, was revamped to bring even more mysterious awe to the game. 


By Leanne Dugan 


T° first of the zone bosses life out of many players. With upon death over and over will 
to be implemented was the 174,454,800 health, a raid group accomplish the kill, eventually. 
Darkmoon Rabbit in patch 5.0.1. is required to kill this furry little Once you have managed to survive 


Don’t let this little adorable rabbit critter; while healers do help the being gnawed upon, you will be 
fool you though; | personally have cause, having enough dps and granted the achievement ‘That 


watched it gank the ever-living just running back from the grave Rabbit's Dynamite’ and will have 
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the ability [so long as you actually 
hit the rabbit during combat) to 
roll on the ONE battle pet that 
drops. With each cross realmed 
Darkmoon Faire having different 
Spawn timers and an estimated 
4-6 hour lapse between spawns, 
getting your hands on this 
battle pet can take some time. 
Now for the battle info: the 
Darkmoon Rabbit battle pet 
comes in one quality, rare, and 
after all the work you went 
through to get it you'll be happy 
itis. There are 3 breeds that it 
can appear as: B/B +5 to all stats, 
H/S +9 to health and +9 to speed, 
and S/S +20 to speed. The most 
desirable of these being S/S, 
as with it’s abilities, having the 


super speed allows for players 


to effectively use dodge and 
burrow to avoid attacks. It falls 
under the category of Critter 
giving it a passive that enables an 
immunity to all stuns, roots and 
Sleep effects. Your furry critter 
will take increased damage from 
beast abilities and take decreased 
damage from elemental abilities. 
As we look at it’s abilities, they will 
all be portrayed as an S/S breed. 
¢ Level 1 (tier 1) - Scratch 
(95% chance to hit) deals 
271 Critter damage, 
dealing increased damage 
to Undead enemies and 
decreased damage to 
Humanoid enemies. 
e Level 2 [tier 2) - Vicious 
Streak (100% chance 
to hit) deals 123 Critter 
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damage and increases the 
user's speed by 100% for 2 
rounds, dealing increased 
damage to Undead enemies 
and decreased damage 

to Humanoid enemies. 
Level 4 (tier 3) - Burrow 
(80% chance to hit) 
becomes unattackable 

for one round while 
burrowed underground 

to resurface and deal 

432 Beast damage ona 4 
round cooldown dealing 
increased damage to Critter 
enemies and decreased 
damage to Flying enemies. 
Level 10 [tier 1) - Huge, 
Sharp Teeth (100% chance 
to hit] deals 197 Beast 


damage and applies a 
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bleed that deals 61 Beast 
damage per round for 4 
rounds, dealing increased 
damage to Critter enemies 
and decreased damage 


to Flying enemies. 


e Level 15 (tier 2) - Dodge, a 


4 round cooldown ability, 
where your pet will block 
all incoming attacks, 

both direct and damage 
over time, for 1 round. 
Level 20 (tier 3) - Stampede 
(100% chance to hit) deals 
111 Critter damage and 
causes the enemy pet to 
take double damage for 2 
rounds, lasts for 3 rounds, 
dealing increased damage 
to Undead enemies and 


decreased damage to 


Humanoid enemies. 

If you are struggling to 
acquire this pet via the drop, 
there are many other ways to 
get your hands on it; they just 
require gold. You will often see 
this battle pet on your local AH 
under both companion pets or 
battle pets; they range from 
30,000 - 85,000 gold depending 
on the server. You can also try 
looking through the pet trading 
forums on Warcraftpets.com. 
Be wary when doing this as you 
don’t want to compromise your 
account In any way; look for 
reputable traders who know what 
they are doing and will be fair. 

Now let’s take a minute to 
talk about builds; with an S/S 


breed you have an advantage, 


speed, use it. My personal build 
for Toothless is Huge, Sharp 
Teeth (tier 1) for the bleed, 
Dodge (tier 2) for blocking and 
Burrow (tier 3) for a damage 
block and a big hit. With this build 
you can whittle your opponent 
down effectively while taking 
very minimal damage. Another 
common build is Huge, Sharp 
Teeth again for the bleed, Dodge 
again for the block, but this time 
using Stampede for the increased 
damage. If you do not or cannot 
get an S/S breed, you can use 
Vicious Streak to boost your 
speed for 2 rounds; this does 
replace dodge leaving yourself 
vulnerable to more attacks. 

The second world boss to be 


implemented into the Darkmoon 


Toothiess 
<Aalicya”sCompanion> 


Faire was Moonfang, Darkmoon 
Den Mother, released in Mists of 
Pandaria patch 5.4.0; she also 
drops a pet, Moon Moon. This 
world boss, however is different 
than the first. Again, needing a 
raid to down her as she has the 
Same amount of health as the 
Darkmoon Rabbit, her drops are 
instead on an individual player 
basis. Each time you participate 
in the open faction tag (meaning 
all players Horde and Alliance 
can attack and receive loot) you 
have a chance at a multitude 
of items; one of which Is the 
adorable baby wolf, Moon Moon. 
Battle info time: Moon Moon 
also comes In one quality, rare. 
There are 3 breeds that he can 
have, P/P +20 to power, P/S +9 to 
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power and +9 to speed, and S/S 
+20 to speed. The most desirable 
of these being P/P for the extra 
damage. This battle pet falls 
under the Beast category of pets. 
The passive this baby wolf gets 
gives him a 25% damage increase 
when he is under half health. 
He will take increased damage 
from Mechanical enemies and 
will take decreased damage from 
Humanoid enemies. All abilities 
will be portrayed as a P/P breed. 
e Level 1 (tier 1) - Moon 
Fang (85% chance to hit] 
deals 448 Magic damage, 
dealing increased damage 
to Flying enemies and 
decreased damage to 
Mechanical enemies. 


e Level 2 (tier 2) - Howl 
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(100% chance to hit) a3 
round cooldown ability that 
increases all damage your 
opponents pet will take 
by 100% for 2 rounds. 

e Level 4 (tier 3) - Moon 
Tears (100% chance to hit) 
a 5 round cooldown, AoE 
ability that deals 86 Magic 
damage to all enemy pets 
and heals all friendly pets 
for 86.25 health. Weather 
effect: Moonlight, in which 
all healing done on the pet 
battlefield is increased by 
25% and all Magic damage 
dealt is increased by 10%, 
lasting for 9 rounds. 

e Level 10 (tier 1) - Bite (100% 
chance to hit) deals 345 
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Beast damage, dealing 


increased damage to Critter 


enemies and decreased 
damage to Flying enemies. 

e Level 15 (tier 2) - Crouch, 
a 4 round cooldown 
ability, where your pet 
will take 50% reduced 
damage from all incoming 
attacks for 3 rounds. 

e Level 20 (tier 3) - Moon 
Dance increases your 
entire team of 3's speed 
by 25% for 9 rounds. 

Depending on which team of 

pets you prefer to use, this battle 
pet's abilities can be used to aid 
certain classes. Howl, with its 

2 round damage increase can 


be used to buffer heavy hitting 


abilities; be sure to time its use 
properly to ensure your big hit 
is full of destruction. Another 
ability that can be used to aid 
other pets is Moon Tears, with the 
increase in healing this provides 
Hols and direct heals, it can 
easily bring your low health pets 
back up to stable health. Moon 
Dance also provides a great tool, 
increased speed; battle pets 
that have abilities that do extra 
damage when going first on turn 
can be benefited by this boost. 
With these two fantastic 
world boss drops for you to get, 
don't miss out on the wondrous 
sights that are the Darkmoon 


Faire. See you there!m 


By Leanne Dugan 
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WAR CRIMES 
BOOK REVIEW 


By Lauren Piersol 


The novel War Crimes, by Christie Golden, is an integral part of understanding 


the why behind the Warlords of Draenor expansion. 


ust as other novels have 
J helped shaped the universe 

of Warcraft, this one skillfully 
explains exactly what we've 
been doing on the Timeless Isle 
collecting epoch stones and the 
visions we see inside the Siege 
of Orgrimmar when the strange 
hourglass is used. Because 
not all of us will read the novel 
(although | highly recommend 
you do}, and so ahead | will 
summarize the main points. For 
those who do love reading [as 
| do}, this novel is a must read. 
While I've always been partial 
to Golden's writing style, this 
novel goes above and beyond. 
War Crimes takes the characters 
we love and those we still find 
mysterious, and it immerses 
us in their lives and the trial of 
Garrosh Hellscream. No cutscene 
could ever manage to convey 
the depth of character and the 


relationships found within these 
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pages. My explanation will be a 
poor shadow to the richness of 
Azeroth created within the novel. 
In the opening of the novel, 
someone from the Alliance must 
be chosen as the prosecutor and 
someone from 
the Horde must 
be chosen to 
defend Garrosh. 
Each side was 
allowed one 
veto of the other 
side's choice. The 
Alliance, in the 
end, has Tyrande 
arguing for the 
death of Garrosh 
Hellscream for 
an extensive list 
of crimes against 
all of Azeroth. 
Interestingly, 
she chooses 
arguments 


that show the 


atrocities committed against 
both the Alliance as well as 

the Horde. She even goes as 

far as to condemn Garrosh as 
participating In the enslavement 


of the Red Dragonflight because 


MES BESTSELLING AUTHOR 


of his alignment and use of the 
Dragonmaw Clan. While Tyrande 
clearly despises Garrosh, she 


truly goes to great ends to reveal 


Voljin calls on Baine to defend 
the man who slew his father. 
Baine takes on this task and vows 


to defend Garrosh to the best of 


“FOR THOSE WhO DO LOVE 


READING (As | DO 
NOVEL ISA 


the truth of who Garrosh Is. 
While the Horde also harbor 
hatred for Garrosh and wish to 
see him put to death, they must 
choose a person to defend him. 


After much debate, Warchief 


MUST 


TAs 
FAD.” 


his abilities. His argument is for 
life in prison, rather than death 
for Garrosh, since most feel he 
is guilty of the crimes leveled 
against him. Baine makes a 


compelling argument that shows 
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that while Garrosh committed 
the crimes In question he did 
everything he did in service 
to the Horde. He argues that 
Garrosh was truly trying to do 
what he thought was best for 
his people, that he was a true 
patriot, and therefore, deserves 
to live since people can change. 
At the heart of the novel, all 
past events that have shaped 
the lives of the leaders of the 
Alliance and Horde are reviewed 
through the mysterious power of 


an hourglass crafted by Kairoz 
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of the Bronze Dragonflight. As 
Hellscream’s trial approaches, 
Kairoz and Chromie propose to 
the Shado Pan that each dragon 
will work with the counselor for 
the prosecution and the defense 
to use this hourglass and the 
time images show the court their 
arguments. The idea behind this 
was that it would create a more 
fair replay of what are incredibly 
emotional events. As a reader, it 
creates a look into events we've 
not participated in as players. 
During the entire trial we also 
see Into the lives of the leaders 
of the Alliance and Horde. The 
characters we love become more 
developed. We see the maturity, 
growth, and wisdom that will 


one day make Anduin a strong 
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king. We see into the relationship 
of Sylvanas and her remaining 
sister. Jaina Proudmoore, one 
of the most loved people in 
Azeroth, demonstrates growth 
and evolution of character that 
has made her a favorite for so 
long. We see into Thrall and his 
family. We see into the mind of 
Garrosh and begin to understand 
his motives. These moments 
of delving into the lives of each 
leader of Azeroth are alone 
reason enough to read this novel. 
When in the end, Kaoriz and, 
surprisingly, Wrathion break 
Garrosh free and trigger the 
events that will be the start of 
Warlords of Draenor, we are able 
to see into how each leader reacts 


to this new development. This, 


combined with the Lords of War 


video series and the short story 
“Hellscream” set the stage of 
Draenor and why we are there. 
Recommendation: This is a 
must read novel. War Crimes 
is beautifully written, and not 
since the story of Prince Arthas 
has a character had so much to 
show us. The novel goes beyond 
even World of Warcraft, and like 
fiction often does, this novel 
gives us a deeper look into our 
own world and motivations. It’s 
an examination of war and the 
crimes people commit in the 
name of patriotism. This novel is 
worth the time to read, and | look 


forward to reading it again.= 


By Lauren Piersol 


HOW TO ACHIEVE... 
FIRE BURN AND 
CAULDRON BUBBLE 


By Leanne Dugan 


Welcome my pretties to this issues achievement guide where we will be covering Hallow's End. Grab 
your broomsticks and pointed hats, twitch your nose thrice and let's go get some achievements. 


4 


Aan, 
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s children, All Hallow's 

A... brought many of us 
candy-filled memories while 
pretending to be anything we 
wanted to; so come continue to 
enjoy the holiday in the World 
of Warcraft with us. | personally 
will be escorting a princess, a 
dog and a mad hatter around 
this year, but rest assured when 
they all fall asleep, I'll be online 
wishing everyone a Happy 
Hallow's End Eve. From running 
around Azeroth picking up candy, 
to bobbing for apples, costumes 
and pranks on opposing factions, 
you re sure to have a ball. This 


year’s Hallow's End runs from 


October 18th until November 1st. 


First off, you are not dressed 


for this occasion, we must fix 


that; */waves wand* now you're 
a ghost. Proceed. Hey you, 
mageling, port us to Undercity/ 
Stormwind please! Let's start 
with the Meta Achievement 
for Hallow's End, “Hallowed 
Be Thy Name’, which rewards 
you the title “The Hallowed”. 
Sinister Calling - Obtain both 
the Sinister Squashling and 
the Hallowed Helm; both items 
can be obtained from the Loot- 
Filled Pumpkin or purchased 
with 150 Tricky Treats. 
Bring Me The Head of... 
Oh Wait - Defeat the Headless 
Horseman; this event boss can 


be queued for in your dungeon 


finder for level 89/90 characters. 


Trick or Treat - Receive a 


handful of treats from a candy 
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bucket; candy buckets can be 
found at any Inn throughout all 
areas of WoW. You will need to 
click on these to open them to 
see what items are inside and 
to obtain any more handfuls; 
keep in mind any unopened 
handfuls will vanish on logout 
as they are a conjured item. 
Out With It - Eat so many 
tricky treats you get an upset 
tummy; once you have obtained 
around 9 Tricky Treats, start 
eating them on cooldown until 
your tummy has had too much. 
That Sparkling Smile - 
Use a toothpick; these can be 
found in random handfuls of 
treats rom candy buckets or 
purchased for 2 Tricky Treats 


from your faction’s vendor. 
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The Masquerade - Be 
transformed by the following 
wands; Bat, Ghost, Pirate, 
Skeleton, Wisp, Leper Gnome and 
Ninja; for this achievement you 
will need ask around your guild, 
trade chat and general channels 
to have other players poof you 
into all of the costumes listed. 

Rotten Hallow - Complete 
all 4 of the daily quests; Stink 
Bombs Away, A Time to Gain, 

A Time to Lose, Cleanup in 
Stormwind/Undercity; your 
faction’s quest hub city will 
have these just outside the front 
gates for you to complete. 

The Savior of Hallow’s End 
- Save a village from the Shade 
of the Horseman; while this Is 


soloable, having multiple players 
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to help makes it much easier, 


as putting out all the fires the 
headless menace sets ablaze 
iS not an easy task to do. Each 
village he attacks (Horde - Brill, 
Falconwing Square and Razor Hill, 
Alliance - Azure Watch, Goldshire 
and Kharanos) you will need to 
grab buckets of water from the 
well in the town and aim at the 
fires. The event will not begin 
until at least one player accepts 
the daily quest ‘Put out the fires’. 
Check Your Head - Place 
a weighted Jack-o-Lantern 
ona member of each of the 
12 playable races, excluding 
pandaren; while you are running 
around completing your dailies 
and finding the many Inn’s, watch 


for the races you still need to 


complete. Weighted Jack-o- 
Lanterns can be obtained from 
the event dungeon or from 
completing quests that pertain to 
saving a village from the Shade 
of the Headless Horseman. 
G.N.E.R.D Rage - Get 10 
Honorable Kills while under the 
G.N.E.R.D. buff; you can obtain 
G.N.E.R.D.’s from the handful 
of treats found in candy buckets 
around Azeroth. Once you have 
a few [incase you die, | won't 
tell) head into a battleground or 
world PvP area and kill ten of 
your opposing faction’s players. 
Trick and Treats of Azeroth 
- This achievement will take 
you the longest; grab a drink 
and if you haven't yet seen all of 


Azeroth, you are about to. You 


will need to complete Trick and 
Treats of Eastern Kingdoms, of 
Kalimdor and of Outlands for this 
one. Each faction has numerous 
Inn's you will need to visit; if you 
are unsure of how to go about 
this check out online guides 
with waypoints for you to input 
into add-ons such as TomTom. 

These next few achievements 
aren't part of the Meta; you are 
already out there having fun, 
why not get a few more points. 
| know flying is rough, enjoy 
it before we are walking once 
more; you're calling me a witch 
like it’s a bad thing, don’t make 
me get out the wand again. 

The Mask Task - Obtain any 
mask; these can be found In 


your Loot-Filled Pumpkin or 


purchased for 2 Tricky Treats 
each. This is a prerequisite 
of the next achievement. 

A Mask for All Occasions - 
Obtain all 24 of the masks for 
playable races; if the finale of 
Hallow's End is nearing and 


you are missing a few still, run 
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to the vendor to finish it up. 
Tricks and Treats of 

Northrend, of Cataclysm and 

of Pandaria - requires you 

to once again bask in WoW's 

beautiful scenery and visit 


many Inn's in cities you might 


not have been to for a while. 
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DUNGEON GUIDE AND 
LOOT OVERVIEW 


You know it’s been a good day 
when we didn't have to unleash 
the flying monkeys, so let’s 
tread into the event dungeon 
before someone melts. The 
event dungeon can be queued 
for by players who are level 89- 
90; many players will recognize 
the area immediately as it takes 
place in Scarlet Monastery. 
Once a day you can queue for 
this and obtain a Loot-Filled 
Pumpkin which has the chance of 
containing the jealousy-instilling 
mount, The Horseman's Reins 
(this will also grant you a Feat of 
Strength]. Other items that can 


be found from it are the Magic 
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Broom, the Sinister Squashling 
companion pet, masks for all 
24 playable races, Tricky Treats, 
the Hallowed Helm and the two 
awesomely transmogable items, 
The Horseman's Horrific Hood 
and The Horseman's Sinister 
Slicer. The Horseman himself 
drops four different item level 540 
rings. The kill itself is not difficult, 
you will need summon him at 
the pumpkin shrine and then kill 
him 3 times; each intermission 
phase will have you trying to 
kill his flying decapitated head, 
killing it will start the next phase. 
Notable Items you may want to 
obtain during this event are the 5 
battle pets, Sinister Squashling 
(150 Tricky Treats/drop from the 
Loot-Filled Pumpkin], Feline 


Familiar (150 Tricky Treats), 
the Cursed Birman (150 Tricky 
Treats], Widget the Departed (150 
Tricky Treats) and the Creepy 
Crate (follow and finish the quest 
chain ‘A Friend in Need!’), the one 
new-to-be toybox item, the Little 
Wickerman (150 Tricky Treats); 
and of course, the Headless 
Horseman's Reins (drop from the 
Loot-Filled Pumpkin). This year 
also brings some new costumes 
purchasable for Tricky Treats, with 
the most desirable of them being 
the Exquisite Costume Set: The 
Lich King for 500 Tricky Treats. 
/waves wand, screaming 
‘Happy Hallow's Eve to 


all of Azeroth!'s 


By Leanne Dugan 
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RAIDLEADING WITH TAIBI - 
DEALING WITH DRAMA 


By Maris Jirgens 
As raiders weve all had a situation where us or one of our peers Is in a 
bad mood and starts to spout insults left, right and center. 
he most likely response Anyway, over the time I've led to continue no matter what. 

Ty: that would be raids I’ve had my fair share of So I'll start off by explaining 
someone else responding team drama. It has ranged from how | deal with Drama in my 
with the same and then fit hits the simplest of quarrels over loot, team. First things first, | try to 
the shan. Everyone's morale to the shitstorm that Is a person recognise when drama Is about 
starts dropping, the raid is leaving the raid mid-pull, logging to happen. The first sign is people 
slipping and you start wiping out and ignoring me. What | am entering “cover your ass” mode 
on Dark Shamans, who you've going to try to do nowis give tips all of a sudden, which means they 
had on farm for the last few to new raid leaders out there, start using sentences like “This 
weeks.... | may or may not be those ready to dip their toes in is my personal opinion, but...” 
speaking from experience. the water and encourage them and “You might think differently 


a ee | 
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from me, but...”. There’s also 
the sign that someone who's 
usually talkative Is being silent 
(or vice-versa]. This usually 
means that you have to chat 
up your assistants and start 
asking If people have whispered 
them, to have them start asking 
questions or just generally be 
alert if anything happens. 
Secondly, | try to see who 
could be the cause of trouble, 
but this varies from person to 
person. Just for the purpose of an 
example, my team used to have 
a paladin healer. He only wanted 
to raid on his healer [and was the 
right-hand man of the Drama 
Queen, who was, incidentally, 
another guy, of the guild | was in 
at the time]. One night we were 
down a tank and, knowing that 
the paladin had a Tank that was 
decently geared, | asked him to 
come on his tank. He agreed, but | 
noticed that he did so reluctantly, 
so | was alert and told my assists 
to be on their toes as well. Sure 
enough, on the fourth boss, the 
paladin throws a tantrum, saying 
that | don't know what I'm talking 
about (when | asked him to help 
the DPS out during his downtime) 
and left the team. While | 


contained the situation within the 
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team, one of my assists got back 


to the paladin, got his opinion 
and two days later the guy was 
happily raiding with me again. 
As seen from the previous 
example, dealing with drama is 
somewhat of an art on a person- 
by-person basis. You need to 
know each person, how they 
would respond to certain things 
and play around that. Continuing 
on the example of the paladin, 
the reasons | did not contact him 
were that firstly, | was the cause 
of the drama in question, as such 
| had a higher risk of making the 
situation worse and secondly, 


| had been butting heads with 
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the guy ever since he joined the 
team, so | knew that whatever 
| said would be taken as the 
start of an argument. Seeing as 
| had a team to lead that night, | 
couldn't afford the extra stress, 
so | let my assistant handle it 
and he did so brilliantly. Not only 
did the paladin calm down and 
drama wasn't caused, but he 
also continued raiding with me 
and my team for a few weeks 
afterwards, where he had to 
pull out due to real life issues. 
Another thing to note is how to 
deal with a full blown argument 
happening during the run. Most 


importantly, you, as the raid 


leader, are the middle ground. 
It’s your responsibility to look 
at both sides of the coin and 
think of a compromise. As much 
as you d want to side with one 
person, it’s your responsibility to 
make sure the team is running 
optimally and, as such, it’s in 
everyone's interests to not have 
members leaving the team 
because of a minor squabble. 
Secondly, you have to make the 
argument stop. One way to do it 
is to press authority and just tell 
the people involved to shut up and 
deal with it after the raid is over, 
which is not particularly brilliant, 


but at least it stops the argument. 


What | prefer to do is pull the 
involved to the side one-by-one 
and ask them what the issue Is. | 
find that they have a hard time to 
focus on both the argument and 
the raid leader asking questions 
and the argument slowly dies 
down. This also has the added 
benefit of learning what the 
argument is about and coming 
to a compromise quicker. 
Sometimes, though, it’s best to 
let the involved get it out of their 
systems. I’ve had times where 
the entire team is arguing over 
something and yelling over each 
other, so | call a 10 minute break, 
ask them to put the headphones 
down, go for a walk around 
the room or to the fridge and 
back [when | can get a word in) 
and come back In 10 minutes. 


This cools everyone off and lets 


those that feel the most strong 
to continue arguing in private, 
or letting me get involved and 
help the ones at a disagreement 
come to terms with each other. 
So here's my advice to all the 
would-be raid leaders out there 
summarized: get to know who 
you're raiding with, because every 
single one of them is a person 
and a personality to deal with. 
Depending on their personality, 
you ll have to make choices as to 
how to deal with them if they're 
sad, pissed off or just looking 
for a fight and work with your 
team to make their day slightly 
better, since, after all that’s 
said and done, everyone in your 
team came to have fun and if 
they aren't having fun, then they 
aren't raiding to their fullest, and 


drama just throws a wrench in 
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the entire thing. Sometimes it’s 
good to throw jokes around to 
brighten the mood, sometimes 
it's best to tighten the reins and 
put the troublemakers in their 
place, but the right path is always 
determined by personality. 
And, ultimately, drama is an 
inescapable aspect of raiding. It’s 
going to happen no matter what, 
yet it’s best to not let it take root 
and fester in shadows, leading 
to more and more arguments, 
so, it’s best to deal with drama 
as soon as It appears, not think 
that it'll resolve itself, and that’s 
coming from experience. 

Now go out and have fun 
smacking bosses around. 
After all, that’s what the 


raiding game Is about.m= 


By Maris Jirgens 
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THE TOY BOX - WHERE IN THE 
WORLD ARE ALL THE TOYS 


By Leanne Dugan 


Last issue we looked at all of the items throughout Mists of Pandaria content 


that you as a player were able to collect to be ready for the Toy Box. 


i time we will be looking 
at going into the rest of 


Azeroth and Outlands to find 
the remaining items for you 

to snatch up before Warlord’s 
of Draenor is released. Let’s 
travel this world and the next to 
become the ultimate collectors. 

Leyara’s Locket is obtained 
during the Molten Front quest 
lines from Cataclysm; you 
will need to follow the quest 
line until you finish the quest 
‘The Rest is History’ when you 
will be granted this item. 

Power Converter, while 
currently only obtainable to the 
Alliance, can be found in Blade's 
Edge Mountains after finishing the 
quest ‘Show them Gnome Mercy” 
(not that gnomes deserve mercy). 

Iron Boot Flask can be bought 
from either Olut (Horde) or Rork 
[Alliance] in Storm Peaks for 10 
Relics of Ulduar after completing 


a short chain of quests for them. 
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Faded Wizard Hat is from 
a chain of quests in Azshara. 
You can pick up the first quest 
in Bilgewater Harbor from a 
NPC doing a horrible job at 
hiding, Kalec. Follow the quests 
as you run around the zone, 
until you receive your final goal 
as a quest reward; the hat. 

The Shadowmourne legendary 
quest chain from Icecrown Citadel 


has seen two of its rewards enter 


into the toy box, Sylvanas’ Music 
Box and Muradin’s Favor. You 
can get these fantastic items 
from either completing the 
chain yourself or purchasing it 
from someone on your server 
who has them for sale. 
Darkmoon Faire has a few 
items that have made the cut 
for this list. So if you don’t have 


them yet, here’s your chance to 


stash them away. Moonfang’s 


Paw and Moonfang’s Shroud are 
drops you can snatch off of the 
zone boss, Den Mother Moonfang. 
The Darkmoon Whistle can be 
purchased for 90 prize tickets 
from Gelvas Grimegate. A 
Flimsy Yellow Balloon can be 
purchased from the balloon 
vendor strolling around the 
faire for a few silver coins. 

All of the Argent Tournament 
banners have seen their way 
into the toy box; you can pick 
them up for 15 champions seals 
apiece, so start doing your dailies 
again. There are 5 banners 
per faction to earn, as well the 
Argent Crusader’s Banner; you 
will need to stock up a total of 


795 seals per faction plus the 15 


for Crusader’s. You only need to 
complete one faction’s set of 5 
banners, as It will give you the 
opposing factions equivalent. 
Engineering, be it Goblin or 
Gnomish, has always been known 
for it’s awesome inventions; 
whether they work all the time 


or not is irrelevant. Either find 


yourself an engineer or If you have 


one yourself craft up these toys 
for your collection. Everlasting 
Horde/Alliance Firework, while 
removed after the Theramore 
Event which took place in the 
pre-patch for Mists of Pandaria, 
these fireworks are data-mined 
to return in Warlord’s of Draenor 
as an item engineers can create 


for you. Crashin’ Thrashin’ 
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Robot can be crafted for you by 


any engineer regardless of their 
specialization. Gnomish X-ray 
Specs lets you see other players 
without their gear on, an item any 
of your own gnomish engineers 
can create [It’s BoP). Snowmaster 
9000 can be created by any 
engineer for you to have for a 
snow-filled experience, however 
you must learn It on an engineer 
on your account. World Enlarger 
can be crafted by any Gnomish 
engineer to make your world 
a bigger place, again though, 
you need a Gnomish engineer 
of your own to learn this toy. 

This next set of items Is 
represented solely by the Trading 


Card Game, in which all of 
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these are obtained from loot 
cards throughout the different 
expansions of the card game. You 
can obtain these items through 
your local Auction House, the 
Black Market Auction House, 
purchasing the Trading Cards for 
yourself via Blizzard’s online store 
or at retailers in your local real 
cities. Demon Hunter's Aspect, 
Spurious Sarcophagus, Magical 
Ogre Idol, Perpetual Purple 
Firework, The Flag of Ownership, 
D.I.S.C.0., Grim Campfire, 

Fool’s Gold, Goblin Gumbo 

Kettle, Goblin Weather Machine 
Prototype 01-B, Foam Sword 
Rack, Imp ina Ball, Instant 


Statue Pedestal, Ogre Pinata, 


Sack of Starfish, Paper Flying 
Machine Kit, Fishing Chair, Picnic 
Basket, War Party Hitching Post. 
These next items require 
some reputation with specific 
factions to be able to purchase. 
So if you don’t already have these 
reputation at exalted, you may 
wish to start working towards 
it. Stave of Fur and Claw can be 
purchased once exalted with the 
Timbermaw Hold faction. Gin- 
Ji Knife Set calls for you to be 
exalted with the Tillers to pick 
this item up from Gina Mudclaw 
for roughly 195 gold. Pandaren 
Scarecrow requires you to be 
revered with the Tillers; again 


Gina Mudclaw will sell this to for 


just under 200g. Nat's Fishing 
Chair lets you fish in style: an 
item you can sit on anywhere 

in the game so long as you 

are outside, you will find this 
item in your mailbox once you 
and Nat Pagle are best friends. 
Glorious Standard of the Kirin 
Tor Offensive and Glorious 
Standard of the Sunreaver 
Onslaught are rewarded to you 
once you follow through the quest 
chains on Isle of Thunder. If you 
deleted it, you can re-purchase It 
from the vendor at any time. The 
Mushroom Chair requires you 

to unlock both the Druids of the 
Talon and the Shadow Wardens 


on the Molten Front questing 
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area in Mount Hyjal before you 


have access to purchase this. 
Mylune’s Call is purchasable for 
a whopping 3,900 gold once you 
have completed the Molten Front 
quest ‘Calling the Ancient’s’. 
The Tol Barad Searchlight (both 
Alliance and Horde Versions] 
can be bought for 40 Tol 

Barad Commendations at the 
Quartermaster and requires you 
to be revered with your faction’s 
respective group. The Cloud Ring 
requires you to be exalted with 
The Order of the Cloud Serpent 
before you can drop 1000 gold to 
purchase it. Frenzyheart Brew 
can be found from opening Ripe 
Disgusting Jars, the product 

of purchasing Disgusting Jars 
sold by the Frenzyheart Tribe 

in Sholazar Basin once you 

have become revered with 


them, and waiting three days. 
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This group of items all require 
a certain event or holiday within 
the World of Warcraft. You will 
need to wait until these holidays 
come around to be able to pick 
these up. The FootBall and 
Pigskin, currently have both 
the vendor purchased versions 
and holiday gifts versions from 
Winter Veil on the list. Pandaren 
Brewpack requires 100 Brewfest 
tokens and the Brewfest Event 
to be purchased. Two other toys 
also purchasable during Brewfest 
are the Brewfest Pony Keg 
for 100 Brewfest prize tokens 
and the Brewfest Keg Pony for 
200 Brewfest prize tokens. The 
Little Wickerman will cost you 
150 Tricky Treat’s and Hallow's 
End. Both the Romantic Picnic 
Basket, costing 10 of your Love 
Tokens and The Heartbreaker, 


which has a chance to appear in 


your Heart-Shaped Box from the 
daily dungeon can be obtained 
during Love is in the Air. Elune’s 
Lantern is a rewarded from 

the main Lunar Festival quest 
chain. The Green Balloon can be 
purchased from the toy vendor in 
both Stormwind and Orgrimmar, 
however you will need to wait 
until Children’s Week for this 

to show up in their inventory. 
Brazier of Dancing Flames is 
from the Midsummer's Festival 
may cost a lot at 350 Burning 
Blossoms, but it’s worth it to 
have you and your friends dance 
in flames. Other Winter Veil toys 
include; the Winter Veil Disguise 
Kit which Is given to players from 
the Smokywood Pastures quest 
chain, Crashin’ Thrashin’ Racer 
Controller which can be found in 
the Stolen Present from the quest 


line ‘You're a Mean One’, Crashin’ 


Thrashin’ Flyer Controller a 
random gift from the presents 
under Winter Veil tree and lastly 
the MiniZep Controller, the 2010 
special gift under the tree. 

This set of items doesn't 
really fall into a specific group or 
category, so let's just check them 
all out! Honorary Brewmaster 
Keg entails completing a list of 
11 of the scenario achievements, 


all of which can be completed in 


either normal or heroic scenarios. 


Kalytha’s Haunted Locket 
requires you to have a large sum 
of gold you wish to part with. 
Drop 5000 gold in Tex Vortical’s 
hands in Azshara and the item is 
all yours. The Titanium Seal of 
Dalaran requires hours of fishing 
in the Dalaran Wishing Well to 
obtain 3 different achievements 
fishing up gold, silver and copper 
coins. Super Simian Sphere 
with an extremely low drop rate 
can be farmed in any Northrend 
zone. While it is on a number 

of loot tables, it is extremely 
hard to snag up. Time-Lost 
Figurine is dropped of Terrok, a 
summoned NPC in the Skettis 
area of Terokkar Forest in the 
Outlands. The Orb of Deception 
is arandom drop on a number 


of different loot tables, your best 


chances at getting this awesome 
transformation item are off of 
the final bosses of Blackwing 
Lair and Molten Core. The Orb 
of the Sin’dorei lets you look like 
a Blood Elf; head over to Heroic 
Magister's Terrace on the Isle of 
Quel Danas to get your chance at 
this item. Flippable Table will let 
you rage in style for 40 lronpaw 
Tokens, purchased in Halfhill 

in the Valley of Four Winds. 
Krastinov’s Bag of Horrors is 
looted from Doctor Krastinov, 

a rare spawn NPC in the heroic 
dungeon Scholomance. The 
Unusual Compass will have you 
fishing in Northrend for the daily 
reward bag of fishing treasures. 
Worn Troll Dice will call for you 
to find a rogue or create your own 
and pickpocket your way through 
NPC’s in Northrend. Loaded 


Gnomish Dice also requires some 


rogue action, pick-pocketing 
NPC’s in Twilight Highlands 
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or Tol Barad. Decahedral 
Dwarven Dice another item 

that must be pick pocketed in 
Northrend. Good luck rogues, 
you have your work cut out for 
you. Lastly the new Nightmarish 
Hitching Post, purchasable at 
the Online Blizzard Store; not 
only you but your fellow players 
can ride in style with this one. 

To sum all this information up, 
if your an in game collector, be it 
battle pets, mounts, recipes, titles 
or achievements, best of luck 
obtaining all these toys for your 
newest collection. Oh and one 
more thing, before you take off, 
don't forget to enjoy the scenery 
and quests along the way, it’s 


probably been a long time. m 


By Leanne Dugan 


DOWNLOAD TOY 


BOX CHECKLIST! 
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THE KOR’KRON LEGION 
- ANRP-PVP SPOTLIGHT 


By Zachary Wetmore 


<The Kor’kron Legion> a pillar of RP-PvP on Moon Guard (US). The Guild has been active for over five 
years. The Korkron Legion Is a division of the Kor'kron who are loyal to the Warchief till death. 


[ ) uring Garrosh 
Hellscream’s reign over 


the Horde the Kor’kron Legion 
were loyal to the Warchief 
imprisoning and killing any 

of the Revolutionaries within 
the True Horde. The Kor’kron 
Legion was in all senses of the 
word tyrannical and the Legion 
carried out the Warchief’s will 
and captured or killed anyone 
who dared oppose them. 

Not all of those within the 
Kor’ kron Legion were loyal to 
Garrosh. Some left the Kor’kron 
and joined the Revolution, when 
the time struck. The Loyalists 
held their ground and kept the 
Revolutionaires at bay. However, 
we all know how this song and 
dance goes: the Revolutionaries 
defeat the Kor’kron Legion and 
proceed to fight towards Garrosh's 
lair. When the dust had settled 
a Left-Handed Blademaster 
called Gargrok fought for the 
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Revolution. He asked Vol’in, the 
new Warchief of the Horde, to 
bring back the Kor’kron Legion 
and for it to serve under the 
new Warchief, not the traitorous 
Kor kron of Hellscream. Voljin 
accepted Gargrok’s request 

and announced that he would 
become the new High Warlord 


of the Kor’ kron Legion. 


Post Siege of Orgrimmar) has 
been a heavy RP-PvP Guild, for 
those who do not know what 
happens with RP-PvpP it is simply 
PvP except with a Roleplaying 
background. For example, The 
Kor kron Legion was investigating 
a trail of loyalists in the Wetlands 
where a group of Dwarves from 


lronforge were killed. While the 


“NOT ALL OF THOSE Witla iN 
TRE KOR KRON LEGION WERE 
LOYAL I@) CARB ian 


Gargrok appointed an Overlord, 
Suota Thunderhorn a veteran of 
the Siege of Orgrimmar and of 
the Darkspear Revolution. The 
Kor kron Legion slowly began to 
rebuild its ranks as the loyalists 
numbers began to crumble. The 
Kor kron Legion has been rebuilt 
and is now stronger than ever. 

Now then, onto the fun stuff. 


The Kor’kron Legion (Pre and 


Kor kron Legion was investigating 
the Dwarven Corpses, the 
Dwarven Vanguard, another RP- 
PvP guild was also investigating 
the scene. The Dwarven Vanguard 
struck first at the Kor’ kron 
Legion. The Kor’kron Legion 
defended themselves. In this 
RP-PvP event it was a best of 
Five, meaning that the first side 


to get to three wins is successful 
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at the event. Each match Is an 
even group of players (5v5, 10v10, 
40v40). When one side has been 
defeated the guild who won pulls 
back and the guild that was 
defeated resurrects and buffs up, 
getting ready for the next round. 
The Kor’kron Legion had lost 
their event with a final score 
of 1-3 In favor of the Dwarven 
Vanguard. The Kor’ kron Legion 
pulled back to Thrallmar and 
the Dwarven Vanguard decided 
to investigate the murder of 


the Dwarves only to find that 


the Legion was innocent. 

The Kor’kron has plans for 
Warlords of Draenor; where the 
loyalists of Hellscream go, they 
will be following and making sure 
that they are not a threat to the 
Horde. The Kor’kron Legion will 
be in Draenor for a long time and 
will be mostly unable to return. 

It will be long time before any 
of them get to see their homes 
but it will be fun on the way! 
For the players of at least, hell 
for our characters mostly. 


The Kor’kron Legion is now 


standing at 181 Guild members, 


most active during peak hours. 
With the steadfast approach of 
Warlords of Draenor many of the 
Kor’ kron are gearing up with PvP 
and PvE Gear like many others, 
but also with the mindset of 
preparing for the countless events 
of RP-PvP to come up and even 
Dungeon Mastered style events. 
And of course the Kor kron Legion 
iS preparing for the upcoming war 
against the Alliance that is bound 
to happen. For the Horde! m= 

By Julian Matthew Martinez 
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THE PLAGUE, THE SWORD AND 
THE PANDAREN 


Tia walked through Elwynn Forest, on her way to Stormwind. Her black plate 


By Maris Jirgens 


armor was shining with the moonlight pouring through the trees and her steps 


left barely noticeable ice patches on the ground that quickly evaporated. 


S* stopped and adjusted 
the scabbard on her back 


that housed the blade Verrak 
that used to belong to a troll 
death knight back in Northrend. 
Used to. Now it rested on her 
back, emblazoned with a few 
of her own special runes. 

As a pandaren Death Knight, 
she had not gotten any formal 


training in the arts of a Death 
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Knight, rather she learned by 
listening to the other playthings 
of Kel Thuzad, of which there 
were many in Naxxramas. Once it 
fell, only a handful had survived, 
and even fewer decided to join up 
with the Alliance or the Horde. 
She herself was found by SI:7, 
roaming Icecrown and laying 
waste to any and all undead she 


could find years after the Lich 


King had been pronounced dead. 
She felt it was her duty to rid the 
continent of the undead plague. 

Now, picked up by SI:7 she was 
on her way to meet the king and 
a possible mentor in Stormwind 
Keep. She had travelled from the 
now-ruined Menethil harbour, 
which she had visited long long 
ago, at the dawn of the third 


war, before she was captured 
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by the Lich King’s armies and 
made into a test subject to be 
handed to Professor Putricide. 
But before her transport vessel, 
which was Naxxramas, made it 
to the delivery point, the keep 
was assaulted and it fell, taking 
its non-undead cargo with it. 
While reminiscing on the 
past, Tia had made it to the 
gates of Stormwind, where the 
wickerman was about to be burnt 
to honour the feast of Hallow's 
End. Everyone was wearing 
costumes, so Tia didn't attract 
any attention. There were a group 
of elves dressed as orcs, some 
gnomes wearing beards longer 
than themselves and even a 
human sporting a replica of the 


ashbringer. Everyone seemed to 
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be waiting for the lighting of the 


Wickerman, but the pandaren 
Death Knight just pushed through 
the crowd and into Stormwind. 
The guards at the gate greeted 
her with a friendly welcome and 
wishing her a merry Hallow's 
End, to which she smiled and 
replied with the same. She wasn't 
used to being greeted warmly, as 
the years that she had spent in 
Northrend merited nothing but 
disgust from the local villagers in 
her opinion, but, alas, tonight was 
one of the only days of the year 
that she could walk around freely. 
As Tia walked through 
stormwind, she saw festivities 
everywhere. Pumpkins on every 
corner, carved and lit to resemble 


vanquished foes or just scary 


figures. There were mages and 
warlocks entertaining children 
with displays of red and green 
fire. There were packs of kids 
(and a few gnomes in the mix] 
running from door to door 
begging for treats. The city was 
alive with festivities and everyone 
seemed to be having a blast. 
Suddenly something struck 
Tia’s armor and a nasty scent 
started permeating the air around 
her. Smelled like rotten eggs. 
Looking around, Tia noticed a 
troll rogue laughing at her from 
a rooftop and then vanishing 
into the shadows. Horde was 
enjoying the eve as well by 
pulling pranks on the Alliance. 
On the ship to Menethil, the 
SI:7 agents had briefed Tia on 
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what has been happening over 
the years. She had already known 
of Hellscream from spying on the 
Horde camps during the Icecrown 
Citadel invasion. Hellscream 
was a hero to them, apparently. 
Seemed rather bizarre that such 
a hero could descend to such 
madness, but at least he had been 
put on Trial and that’s where her 
knowledge ended. Judging from 
the troll in the Alliance capital, a 
momentary peace had emerged 
between the warring factions. 
Approaching the keep, Tia 
noticed 2 gryphons standing near 
the entrance to the keep. One of 
those gryphons was a skeletal 
gryphon, a signature of the Ebon 
Blade the pandaren Death Knight 
had noticed during the war with 
the Lich King. Tia was expecting 
such, but what was the other 
gryphon doing there? It was very 
much alive and was currently 
trying to kick one of the guards. 
Thinking it over, Tia entered the 
keep and ascended to the throne 
room, where she was greeted 
by King Varian Wrynn, a death 
knight wielding two blades on his 
back and the tabard of the Ebon 
Blade and a cloaked figure, from 
which a radiant aura seemed to 


emanate. She felt the watchful 


eye of the figure on her, keeping a 
vigilant watch, most likely in the 
case that she decides to attack 
the king. After all, she used to be 
a secret experiment of Arthas. 

“Welcome to Stormwind,” the 
king exclaimed, ‘| heard from 
my men that you are a rather 
extraordinary pandaren, Tia”. 

“That | am,” Tia said, crossing 
her arms in front of her. 

“So it seems. | have brought 


you to judge your skills as a death 


knight and...” the king was cut off 

by sudden screams coming from 

outside, followed by what can only 

be described by manic laughing. 

Suddenly, a voice boomed all 

throughout Stormwind keep: 
“Prepare yourselves, the 

bells have tolled! Shelter your 

weak, your young and your 

old! Each of you shall pay 

the final sum! Cry for mercy; 

the reckoning has come!” 


The cloaked man suddenly 


a Rin, 
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tossed away his cloak, revealing 
a golden armour, a legendary 
blade and a man that can only 
be described as Tirion Fordring. 
He looked worried and rushed 
out of the keep. The death 
knight that accompanied him 
approached Tia, put his hand on 
her shoulder, sending a jolt of 
cold down her arm, and said: 

“| guess the test shall need 
to wait. My name is Darion 
Mograine, the leader of the 
Knights of the Ebon Blade. 
Pleasantries aside, we are 
both needed outside.” 


Rushing out of the keep, 
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screams could be heard. Both 
terrified and commanding. 
There were screams of little 
children (and gnomes) who were 
scrambling for their lives. There 
were commanding shouts from 
commanders of the alliance, 
rallying fighters from every corner 
of Stormwind and commanding 
them to attack. A heat wave 
struck Tia, which she thought 
was odd, as becoming a Death 
Knight had wiped her of the 
sense of both hot and cold. Only 
magic could influence this. And 
if a magic flame was this hot, 


then it could only mean trouble. 


The city was aflame and what 


appeared to be a headless man 
was flying around the town on 
what appeared to be a felsteed. 
Shadowbolts flying around him as 
warlocks tried to buy time for the 
mages to complete the evacuation 
of the town. Tia knew what had 

to be done. She drew her blade, 
which glowed slightly with runic 
power. She felt Mograine’s eyes 
on her and felt that now would be 
a good time to show off what she 
had learned in the by and large 
abandoned Icecrown Citadel. 

Tia touched one of the runes 


emblazoned on her blade and felt 


a surge of power rush through 
the blade. It glowed green for a 
second and a shade emerged 


from the blade. The shade knelt 


in front of her to show allegiance. 


Tia shut her eyes and the shade 

nodded. It dashed off in the 

direction of the headless rider. 
In the mean time, Tia touched 


two more runes on her blade, 


causing it to glow dark red. She 


yelled out and stabbed the sword 
into the ground, causing a seal 
akin to a paladins holy aura to 
appear beneath her feet and she 
waited for the wraith to strike her 
target. Once the wraith touched 
the horseman’s form, the seal 
shivered and Tia was gone. She 
appeared out of a puff of green 
smoke next to the headless figure 


and, with a mighty roar, struck 
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her blade in the rider’s horse, 
causing both of them to fall. She 
herself was in a freefall and was 
bracing for impact, when she felt 
herself slow down. Opening her 
eyes, she noticed a worgen mage 
on a rooftop had caught her and 
was channeling a slow fall spell. 
She landed next to where the 
horseman had landed and started 
approaching the fallen horse. 
“Evil scourge, you struck a 
blow. Now pay with blood the 
fullest of price!” The horseman 
bellowed as he stood up. Tia 
glanced at her blade. Only one 
rune remained and it wouldn't be 
enough. Suddenly, a burst of light 
flowed through the cities streets 
and the headless horseman 
was no more. In its place stood 
a pissed off Tirion Fordring, 
holding the Ashbringer in his 
hands. Tia felt someone touch her 
shoulder again, it was Darion. 
“You did well, Death Knight. 
| don't think that the audit 
with the king Is necessary. 
From this day forth, you are 
officially a part of the knights 
of the Ebon Blade. You'll begin 
your training tomorrow.” 
“| wouldn't be so hasty, 
Darion” exclaimed Tirion. 


“Would you not consider it odd 
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that a former experiment of 
the Lich King’s appears just 
before the horseman attacks?” 
“Stop talking nonsense, 
Tirion. You know damn well, 
that the horseman acts on 
his own accord.” Darion shot 
back. “Tia, meet me outside the 
gates of Stormwind in an hour. 
We'll talk about your training 
there. For now, leave me and 
Tirion to discuss this matter.” 
“As you wish.” Tia said, bowing 
her head and was on her way. 


The city was In ruins. The 
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mages were still scrambling to 
evacuate the citizens and there 
were champions coming from 
outside the gates to see what 
all the commotion was about, 
but most of the crowd was still 
gathered around the wicker man. 
It was now lit and everyone was 
celebrating, passing torches left 
and right. One of the celebrators 
approached Tia with a torch and 
told her to toss it into the fire. 
“Oh, I've never done sucha 
thing” Tia said, hoping to get 


going as soon as possible. She 


disliked crowded places. 

“If it’s your first Hallow's 
End, you just had to say so. The 
tradition is that everyone tosses 
a torch in to signify change. To 
get rid of all the negative they've 
accumulated over the year. Try 
it! You'll feel much better”, the 
celebrator said and rushed off 
to bob for candied apples. Tia 
held the torch in her hand and 
started to reminisce on the 
things that were done to her 
in Naxxramas, the things she 
had done in Northrend and the 
attitude that had been directed 
at her. She felt like she could cry, 
but she couldn't, as the undeath 
had robbed her of anything that 
would make her feel more alive. 
She came up to the Wickerman. It 
was huge and the fire was soft to 
the touch. She held the torch once 
more and its fire changed from 
cozy red to ice blue. Tia thought of 
how she had just probably saved 
the entirety of Stormwind and 
tossed the torch into the flames 
of the wicker man. For the first 
time since getting captured by the 
scourge, she smiled. She smiled 
as she was given a new chance to 


live and have a purpose for good.m™ 


By Maris Jirgens 
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REALM MAINTENANCE 
INTERVIEW 


By Christian Wootton 


This month, we have Rho from the meta-podcast “Realm Maintenance’. Covering 


World of Warcraft, other Blizzard games and the multitude of podcasts devoted to them. 


Rho takes his listeners on a journey through the Blizzard IP that is out there. 


ameOn: Who are you? 
What class do you play? 

Realm Maintenance: In the 
World of Warcraft | normally go 

by Rho, and play a Destruction 
Warlock. | sometimes dabble in 


other classes, but more often 


than not lean toward ranged DPS. 


GameOn: Why WoW? 
Specifically WoW because it’s 


where several of my friends from 
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my previous MMO experience 
went to. Prior to WoW, | played 
Final Fantasy XI online. Key 
members tn my linkshell group 
moved to WoW when they started 
getting tired with the endgame, 
and | decided to see what Azeroth 
is like. While those friends have 
mostly moved on, I’m still here. 
Note: For those who have never 


strayed over to Final Fantasy XI, 


a linkshell is equivalent to a guild 
in WoW, dear readers : Woot 

GameOn: What is Realm 
Maintenance? What is 
the general format? 

Realm Maintenance is a 
website and podcast focused 
on connecting fans of WoW and 
other Blizzard games to the 
multitude of podcasts out there 


that cover those games. At first 


it focused solely on World of 
Warcraft podcasts, but | expanded 
its coverage about a year ago 
as my interest and passion for 
other Blizzard franchises grew. 

The weekly podcast is typically 
39-45 minutes long and spotlights 
a different podcast each week 
with a 15-20 minute long 
interview. The rest of the show 
includes a very brief recap of 
news for the games and a longer 
segment covering news and 
events related to other podcasts. 

GameOn: What was your 
inspiration for the podcast? 

I've enjoyed WoW podcasts 
for years. | started listening to 
The Instance during the early 
days of Wrath of the Lich King. 


Over time my playlist grew and 
grew. At one point | was listening 
to as many as 30 podcasts a 
week [it’s now down to 15-20). 
Those podcasts, along with a 
friend’s encouragement, inspired 
me to do podcast work of my 
own. But just deciding to doa 
podcast wasn’t enough. | wanted 
it to be different. | wanted it to be 
unique. But most importantly, | 
wanted it to be something that 
people would find as useful 
and helpful to them. Given my 
love for WoW podcasts at the 
time, | took that passion and 
funneled it into the podcast. The 
podcast itself also takes bits 
and pieces from other shows as 
inspiration for the overall format. 
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GameOn: One of your 
regular spots in the show is 
you highlighting podcasts 
of note. What makes one 
stand out over the others? 

When | cover Podcast News, 
my aim is to recognize podcasts 
that have done a variety of things. 
It could be a milestone episode 
for a show. It could be a podcast 
that has a very special guest on. 
It also could simply be a podcast 
that is breaking the mold as it 
were and talking about something 
you likely won't hear on most 
other shows. Beyond that, | also 
try to make sure that every week 
there are podcasts mentioned 
that haven't been talked about 


in a while. My ideal is to show as 
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little bias as possible. | feel that a 

show should have some coverage 

from time to time regardless of 

its popularity or topical focus. 
GameOn: What is your fondest 

memory of your past in WoW? 
That would have to be the day 

| completed the questline for 

Dragonwrath, Tarecgosa’s Rest. It 

was the culmination of weeks and 

months of raiding in the Firelands 

with my 10-man raid team, and 

it was a heck of a moment to 

see it come to an end. Obtaining 

green fire on my warlock is a 

VERY close second though. That 

was one heck of a challenge 

at the end of that questline. 
GameOn: What aspect 

of past expansions in WoW 

that didn’t make it to release 

makes you wonder what 


Blizzard were drinking? 
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Interesting question. | suppose 
I'd really wish we had seen the 
Path of the Titans implemented. 
A system to add an extra layer of 
character customization sounds 
like a great idea to me. In a way, 
we ll be getting that kind of 
customization through garrisons 
in Warlords of Draenor since 
we ll all be choosing different 
buildings and different followers 
that provide bonuses suited to the 
playstyle we want to experience. 

GameOn: How do you think the 
recent high profile departures of 
two of the old guard, namely Rob 
Pardo and Greg Street, are going 
to change WoW and Blizzard? 

Rob Pardo always felt like a 
very behind-the-scenes part 
of the team to me, and to be 
honest | couldn't say how his 


departure will impact WoW 


or Blizzard. | do feel that Greg 


“Ghostcrawler” Street’s departure 
has definitely had an impact on 
the development of WoW. Not 
necessarily for good or bad, just 
different. The game evolves over 
time, and so must the team that 
builds it, right? I’m definitely 
grateful for the legacy Street 
left behind in the way he really 
opened up communication 
between the developers and the 
community via social media. 
Celestalon and other developers 
are far more willing to answer 
questions than | think they would 
have been without Ghostcrawler 
setting that precedent. 

GameOn: Where do you see 
WoW going in the future? 

The general playerbase of 
WoW is getting older. Subscription 


numbers are going down 


gradually, even though it remains 
the #1 MMO out there. These 
facts can't be ignored. | think WoW 
will last, at the very least, another 
decade, if not more. Expansion 
content may become smaller, 
but released on a more regular 
basis. | can see a model similar 
to how EverQuest and EverQuest 
2 release expansion content. In 
terms of story, | would love to see 
a World of Warcraft story that can 
run parallel to Warcraft 4 if and 
when that RTS becomes a reality. 
GameOn: What’s your hope 
for/would-love-to-see in WoD? 
I'm a big fan of player created 
content. | think giving the players 
the ability to create content for 
others to enjoy can be a huge 


thing for World of Warcraft. 


— 


Player Housing would be nice... 
but player created scenarios? 
That would be even better. 
Considering alternate timelines 
are recognized as something 
that exists in WoW, | feel it 
would be easy to explain player 
created scenarios via a stage 
such as the Caverns of Time. 

GameOn: How can readers 
get hold of you should they 
wish to suggest a podcast 
they wish to have spotlit? 

The best way is to email 
RealmPodcast{dgmail.com. They 
can also follow my personal 
Twitter (@RhoWoW and the 
show account (dRealmPodcast. 
Realm Maintenance Is created 
for podcasters and podcastees 


(people who listen to podcasts) 
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alike, and | definitely take 
feedback very seriously. 
GameOn: Is there anything you 
would like to say to the readers? 
I'm just a guy who loves 
Blizzard games, and loves 
podcasts about them. | had 
a passion, which turned 
into a hobby, which in turn 
opened the door to so many 
wonderful relationships with 
people in the community. 
There Is nothing stopping 
you from doing the same. If 
you have the time, the passion, 
and the desire to create 
something special, you can do 


it. Don't be afraid to try. = 


By Christian Wootton 
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THE IRON HORDE 
QUEST CHAIN - HORDE 


By Luke Grimish 


‘l bring dire news from the Dark Portal, Warchief.” Warchief. The word stuck in Legionary 


Zarr’s throat. In his short years, he had already known three by that title 


O nly one was not an orc. 
The young Legionary 


knelt before Vol jin, perched 


like a crow ready to fly on the 


edge of the Warchief’s throne. 


Does sitting upon it make 
him uneasy, | wonder? 


“Rise, me brudda,” said 
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Vol’jin. “Orcs don’t need to 
be kneelin’ no more.” 

Shame rushed through Zarr. He 
kept his head down, as if meeting 
the Shadow Hunter's eyes would 
betray his traitor’s heart. He 
straightened his back, and began 


to speak in the clipped tone of a 


Legionary of Orgrimmar. “| am 
here at the behest of the War...” 
Damn it, how could he be sucha 
fool? “... at the behest of Thrall. 
Okril'lon is lost. The Dark Portal 


is in the hands of the enemy...” 


Zarr had taken the call as 
soon as he had been able. The 
situation in Orgrimmar was 
volatile. Many grunts were still 
too tied up in the business of 
keeping the Kor’kron loyalists 
down (a duty Zarr had tactfully 
evaded) to heed the call of Thrall 
on some distant continent. Red, 
acrid dust rose from the ground 
as Zarr leapt from the zeppelin. 
He smiled. This land had seen 
the Warsong do battle with the 
humans at Nethergarde Keep. It 
would be good to serve - and die - 
where his father had once spilled 


blood in defense of the Portal. 


He could hear the thunder- 
crack of artillery, and close. The 
camp was in disarray, and low 

on supplies, manned by a single 
Shadow Hunter and a small 
squad of Bilgewater grenadiers. 
There were others: a Sunwalker 
in slipshod plate-mail, a Blood 
Elf warlock with a scar across 
his pretty face, and a Forsaken 
hunter applying a stinking 
unguent to the rotting hound that 
lay beside him. Zarr sneered. The 
scum of Azeroth: adventurers. 

“Lok’tar, friend.” 

Zarr turned and knelt. Thrall 
placed a firm hand on his 
shoulder and bid him rise. 

“Few have answered the call. 
We are desperate. A small crew 


of Sea Dogs fight like devils, 


but the enemy is keeping our 
backs to the beach. They call 
themselves the Iron Horde. We 
must break their lines from 


behind. Find Scout Pazaztick.” 


Cannons roared. Red sand 
was thrown up against the dark 
canvas of the sky, blocking out the 
sun. Bodies and bits of bodies fell 
like gruesome raindrops at Zarr’s 
feet. Already the Forsaken hunter 
had been torn apart by artillery, 
his hound dragging his writhing 
torso away from the carnage. This 
is no battle. This is a charnel- 
house. Who are these orcs that 
despoil the banner of the Horde? 

“There!” yelled a Goblin 


World of Warcraft Community Magazine // 63 


grenadier whose name Zarr 
had not cared to learn. His fat 
green finger pointed to a small 
breach in the Iron Horde lines 
where the Sea Dog’s cannonade 
had been the fiercest. Already 
lron Grunts were scrambling 
to close It up. Needing no 
further encouragement, the 
Blood Elf warlock uttered 

a fel phrase. Green flame 
spewed forth from his hands, 
incinerating the Grunts. 

“Charge!” yelled the 
Tauren. “For Ansh’e!” 

Zarr found himself 
screaming his father’s battlecry. 
“Warsong! Lok’tar ogar!” 

The Sunwalker charged 
through the gap in the lines 
in a burst of blinding light, 
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laying about him with his great 
hammer. There was a cry 
from beyond the palisades. 


More Grunts were coming. 


“Go now!” boomed the Tauren. 
“The Elf and | will hold them off.” 


Zarr nodded to the Goblin. 
Clambering their way through 
shell-holes full of putrid 
water, they laid low. They 


Press the detonator. Kaboom.” 
Zarr did not hesitate. He had 
managed to stick the devices 
to three of the contraptions 
when the alarm was raised. 
“Get out of there, Goblin!” 


Zarr yelled. “We still have our 


mission! We must find the Scout!” 


“No time!” he replied. Zarr 


could make out a manic grin 


Se O® Mala elm tO LON) 
ee Se Rela ee eb. 
LIKE A GOBLIN SHOULD!" 


were deep behind enemy 
lines now. The Goblin thrust 
a satchel into Zarr’s hands. 
“Sticky bombs,” said the 
Goblin. “Standard Bilgewater 
Brigade anti-artillery tactics. 


Stick ‘em to the cannons. 
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on the Goblin’s face. “Press the 

big red button! Tell my boy his 

father died like a goblin should!” 
“With honor?” came 


Zarr’s grim reply. 


“No! In small flaming chunks!” 


Leaping back, Zarr hit 


the detonator. The inferno 


roared through the Iron Horde 
reinforcements and sent their 
artillery flying. Sea Dogs, waiting 
for their chance, pushed for the 
gap in the artillery fire. Singed 
and gasping for air, Zarr dragged 
himself up a red hillock. Beside 
him was the charred body of 
an Iron Horde Grunt. Suddenly 
realizing he was thirsty, he looked 
for a flask on the Grunt’s belt, 
but reeled back in horror: he 
could just make out the tattoos 
of a Warsong on the fallen 
warrior’s arms and chest. Why | 
am fighting my brothers? Again | 
am forced to fight my own kind. 
Zarr sensed someone 
behind him. He jumped up, 
axe in hand. It was a human. 


“Draw, steel, pinkskin!” 


There was something 
unnatural about the man’s 
eyes. The skies behind him 
seemed to darken and broil 
with thunder. In his hands he 
held a weathered staff, its tip 
carved in the shape of a crow. 
“You're too late. Your scout is 
dead. | must warn your Warchief.” 
Before Zarr could act, the 
human leapt into the air with 
his cloak about him. Suddenly 
the man was gone, and only an 
ebon-feathered raven was in his 
place, soaring on arcane winds. 
“Foul sorcerer,” Zarr muttered. 
The scout’s gear was close by. 
Zarr picked up the brass spyglass 
and put it to his eye. The young 


Legionary could not fathom what 


he was seeing. A tide of iron 
poured from the Dark Portal, 

the swirling energies within it an 
angry red. As if the long arm of 
time had turned back to brush 
the present, history was repeating 
itself. The Horde marched 


from Draenor once more. 


Orkillon Hold had fallen. Once 
it had been Rockard, a foothold in 
an alien world, won with Orcish 
blood. Once his father had served 
there. There Zarr witnessed Iron 
Grunts put a bullet in the head of 
a Sea Dog, hands bound behind 
him, head bowed in shame. 


A true orc would not let their 
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kin die like that. A true orc 
would let them die with steel 
in their hand. How can this 
new foe bear the tattoos of the 
Warsong on their Maghiar skin, 
and act with such dishonor? 
Now, he would reclaim their 
honour, with his former Warchief 
beside him. They had penetrated 
deep into enemy lines. Zarr had 
watched with manic pride as 
Thrall had bid the earth itself 
to rise up and consume the 
disgraced Grunts. Lightning 
rained down on the defenders, 
frying them inside their armour. 
Captured intelligence had all 
pointed to one name: Garmak 
Bladetwist; kill him, and the 


Azeroth-side command structure 


The GameOn Magazine 


65 


of the Iron Horde would crumble. 


The commander was firmly 
entrenched in the fallen Orkil'lon, 
but not so firmly entrenched 
that the fury of the elements 
could not shake him out. 
“Show yourself, Bladetwist!” 
Thrall boomed. There was 
something changed in the 
orc; for the first time in 
years, Zarr Saw more warrior 
in him than shaman. 
Let this be the end. Let 
the question of my loyalty 


“With Bladetwist gone, a 
serious blow Is dealt to the Iron 
Horde’s command structure. But 
it will not stop them. More pour 
through the Portal by the hour. 
There were cyphered documents 
with the plans that we procured... 
blueprints for a device... a 
map of Blackrock Spire.” 

Voljin raised his head from 
the plans. He stared at Zarr 


as if he could suddenly see 


“THERE WAS SOMETHING 


CHANGED IN 
IA | 


HE ORC: FOR 
IME 
MORE WARRIOR 


IN YEARS 


IN FIM THAN SHAMAN.” 


be answered with steel. 

Let me die here, beside the 

founder of our nation. 
They pressed on, into 


the keep. Into death and 
glory. 


him in a different light. 


“| sense the doubt in ya brudda. 


Did ya fight in the Siege?” 
Zarr had been dreading the 

question. “Yes, Warchief,” he 

sighed. “On the losing side. 


| am... | was Kor’kron.” 


World of Warcraft Community Magazine // 67 


Vol’jin nodded. “| be knowin’ 
dis. | pardoned ya meself, as | 
did many of ya bruddas. Ya be 
deservin’ a second chance. You be 
tinkin’ to yaself now... why am | 
fightin’ wid dem? Why am | killin’ 
be bruddas again?” Zarr nodded. 

The Shadow Hunter placed a 
gnarled blue hand on the orc’s 
shoulder. “Tell me. How did 
they fight, dis ‘Iron Horde’?” 

“They threw us into disarray 
with artillery bombardment, 
then charged our lines.” 

“No, mon,” said Voljin. 

“How did they fight?” 

Zarr frowned. “Like... like 
conquerors. Like soldiers 
who had crushed the weak 
and claimed it as a victory.” 

The Warchief nodded. “No 
desperation. No will to survive. 
We be survivors, brudda. Da 
Horde be fightin’ for a world dat 
hates It. We fight for a place ina 
world dat don’ wan’ us. Dat’s what 
da True Horde be fightin’ for.” 

Zarr closed his eyes. 
Finally, he saw his salvation. 
“Let me take the fight to 
them, beyond the portal. Let 
me atone for my treason. Let 


me die for the Horde.” m= 


By Luke Grimish 
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THE IRON HORDE QUEST 
CHAIN - ALLIANCE 


By Luke Grimish 


Gilda had sworn shed never return to this place. And yet, here she was, standing on the red shores 


of the Blasted Lands, looking out into a sea as grey and unruly as the strands of her hair. 


f course, the last time 

O:... been here, it had 
been a swamp. She couldn't 
decide if the red desert was 
an Improvement. But at least 
she had tobacco. She turned 
to the youngster beside her - a 
trumped-up SI:7 agent who 
clearly had no respect for his 
elders - and casually blew a ring 
of smoke in his smug face. 

“Oh, sorry, deary,” she 
said, playing the addled old 
woman card. “Care for a pipe? 
This is the good stuff. All the 
way from Stranglethorn, you 
know. The Gurubashi trolls 
grow the best tobacco. Lots 
of good men probably died so 
that | could have a smoke.” 

The young agent tried to 
suppress a cough, his eyebrows 
arched as he tried to swat the 
smoke rings away. ‘Archmage 
Gilda,” he said sternly. “You were 


personally recommended for 
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this mission by the King himself. 
He assured me that there would 
be no one better experienced 
for a situation such as this. To 
be frank, | have my doubts.” 
Gilda smirked. “Young Varian, 
is It? I've not seen him since 
he was a boy. Not in the flesh, 
mind you. I’ve seen his likeness 
in stone plenty of times. Loves 


his statues, doesn’t he? There's 


“Which is precisely why 
we need you, Archmage. 
It's happening again.” 

Gilda munched on the end of 
her pipe. “They're the Horde. 
That's their job. | fail to see how 
this time is any more special 
than the last. Are they bringing 
cake with them this time?” 

“You misunderstand me,” said 


the agent. “The Portal has opened 


“OnE FAD DREAMT OF STUDYING 
WTA PAE DRAENEI! TRE TAINGS 
TREY MIGHT TEACH FER!” 


much to be said fora man who 


has that many statues of himself.” 


The agent hurrumphed 
pointedly. “Nevertheless, 
His Majesty assures me you 
have some experience in the 
matter of Orcish incursions.” 

“Oh yes,” said Gilda. “I survived 
quite a number of them. | was 


there the day the Portal opened.” 


again. Orcish forces are marching 
through it in numbers that have 
not been since the First War.” 
The smirk fell from Gilda’s 
face. “| must see this for myself.” 
She had dreamt of studying 
with the Draenei. The things 
they might teach her! Now, 
finally, she stood before one 


of their kind; a hulking knight 
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she liked a damn sight better 
than that little SI:7 toady. 

“Revered Archmage,” 

Maraad intoned. “| am glad 
you could make it.” He bowed 
low, the pommel of his great 
crystalline hammer planted 
in the crimson earth. 

“My word, Sir Maraad. 

You flatter me. | am told | 
could be of assistance.” 

Maraad nodded. “We have lost 
our scout, behind enemy lines. 
We were hoping you might seek 
him out. Assess the situation for 
yourself. Unfortunately, | cannot 
Spare any men to accompany 
you. It is important you are aware 


of the great dangers involved.” 


“Pah!” said Gilda. “Keep 


your men, sir knight. | don't 


go anywhere alone.” 

Before the draenei could 
respond, Gilda had hiked up her 
robe and was hobbling down to 
the shoreline. She shot a gap- 
toothed grin at the SI:7 agent as 
she passed. Let’s see how his 
doubts hold up after this trick. 
Gilda raised her arms over the 
dark waters. Streaks of blood 
mingled with sea-foam. Many 
had died here. Let their blood 
lend strength to my spell. Let the 
enemy drown in the mess they've 
made. The waters churned, and 
from them rose a great elemental, 


hunched and hulking, its fists of 


unbreakable permafrost. Dead 
fish and splintered flotsam 
floated about in its dark chest. 
“Hello again, Hugo. Let’s 
go and remind these orcs 
what a Conjurer of the 
First War is capable of.” 
Gilda had broken through the 
ranks of the Iron Horde with 
the ease characteristic of an 
Archmage. With little effort, she 
had rained fire down upon a 
munitions cache, sending cannon 
and orc alike flying into the purple 
skies. All the while, her pet had 
smashed its frosty fists into the 
ranks of orcs, or dived down the 
throats of Warcasters, filling them 


with water until it burst from 
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their eyes. Strange, she thought 


as she peered at their corpses. | 
remember them being greener. 
“Good work, Hugo,” said Gilda, 
splashing her old hand on one 
of the elemental’s haunches. 
Gilda consulted her map. The 
scout’s last known position was 
somewhere around here. She 
caught a glimpse of something 
dark against the unnatural 
sky at the crest of the hill. She 
needed to approach carefully. 
“That's all for now, Hugo, dear. 


Thank you.” With a wave of her 
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hand, Hugo became vapour 
riding the wind back to the sea. 
She would shift into the Nether, 
making herself invisible. Doing so 
would take great concentration. 
She had only moments to 
find the scout’s position. 
There was a man on the 
hill. He had a carven staff in 
his hand, and was staring 
intently to the south; toward the 
Portal. If | didn't know better... 
| could swear it was Med - 
Suddenly, the man turned 


on his heel. Impossibly, he 


was looking straight at her. 
Gilda suddenly felt like the 
little old lady that she was, and 
shrank back into herself. 

“Come out, Archmage,” the 
man said. “You are safe.” 

The man, grey with age but 
still handsome, and with a 
youthful twinkle in his eyes, 
waved his hand. Gilda’s invisibility 
dropped from her like a cloak. 

“You're... you're...” 

The mage shook his head. 
“Not who you think | am. But 


| was apprenticed to him.” 


“Khadgar. | heard the Art 
had aged you terribly, but...” 

Khadgar roared with laughter. 
Gilda went for her tobacco 
pouch. Her fingers came 
back with nothing but stray 
twists of tobacco. “Drat. Out 
of tobacco.” 

“lam pleased to see you 
haven't lost your wit. It’s good 
to see you again, Gilda.” The 
moment of brevity was short 
lived. Khadgar resumed staring 
intently at the distant Portal. “| 
swore this would never happen 
again. | thought destroying the 


Portal from its Draenor side 


meant securing a future for our 
world. I've failed Stormwind. I’ve 
failed Azeroth.” He turned to 
Gilda. “Nethergarde Keep has 
fallen. | must warn the King.” 

Gilda’s rage could not be 
contained. First it had been 
the tobacco; now this. 

The stench of burning flesh 
filled her nostrils. She had made a 
funeral pyre for her fallen friends 
with the orcs as fuel. Many of the 
defenders of Nethergarde had 
been her students. Gilda pushed 
on, the image of their mangled 
bodies driving her Art. More and 


more Grunts charged toward 
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her, only to have her Elemental 
crush them with the fury of 
the tides. Orcish spellcasters 
attempted to unravel her spells, 
but she swatted back their hexes 
as though they were gnats. 
“Hedge-wizards! Cheap 
charlatans! You disgrace the 
Arcane!” Gilda had found their 
lieutenants, had made them 
suffer, pausing only to rob them of 
any intelligence documents they 
possessed before incinerating 
them. A victory for the Alliance; 
but if she did not move soon, she 
would die here. Their numbers 


were too great. She delved deep 
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Artwork by Kai Mark Schoneweis 


into the rage that sustained 
her. So many dead. She had 
lost so many the first time, 
all those years ago. Never did 
she think that it could happen 
again. You're no use to anyone 
dead, old woman. Don't give 
in. Don’t become just another 
corpse to be crushed beneath 
Orcish boots! She waved her 
gnarled hands, and ina burst 
of arcane light, was gone. 
Burnt and battered, Gilda 
collapsed on the patterned 
floor of King Varian’s audience 


chamber. Guards rushed to 
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pull her gently to her feet. 
“My King,” she rasped. 
“You were right to be worried. 
You were right to seek me 
out. It’s happening again. The 
First War. History repeats!” 


“Calm yourself, Archmage,” 


came the King’s even tones. 
“What do you mean?” 
“You're not too young. You 
remember. The destruction. 
The death. The madness. It’s 
all going to happen again. 
It’s... It's Impossible but the 
Horde are marching through 


the Portal, as if they have 


no respect for the march of 


history! Stronger than they were 
before.... More organized, more 
deadly... You must act now.” 

She dropped to her knees, and 
emptied her satchel. Maps, plans 
and lron Horde communiques 
tumbled out. Varian’s advisers 
scrambled to retrieve them. 

“How long do we have?” 
said the King as he stared at 
the plans with wide eyes. 

“No time... must act now... the 


lron Horde is already here.” = 


By Luke Grimish 
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By Maris Jirgens 


“You are a pandaren. Born and raised on the mysterious Wandering Isle. While many of your 


fellow pandaren prefer a tranquil life, the lure of adventure burns in your blood. Recently, the 


Wandering Isle has began erratically weaving about the worlds oceans, and your island home is 


spiraling towards disaster. As one of the most promising of students at master Shang’s Monastery, 


YOU may just be the salvation for your people. But first, you must complete your training!” 


hese are the words that as soon as you joined, but this is 
Thee all new Pandaren where your story truly begins. 

on the Wandering Isle and, as With the burning of the Edict of 
the narrator mentions, all new Temperance atop the academy, 
Pandaren player characters you signify an acceptance of 
are students at Master Shang change and the tidings to come, 
Xi's Academy. YOU are one of and, after one final test, the 
his prized students, excelling at defeat of Jamoin Ro [a nice nod 
everything you do and quickly to the Jackie Chan cartoon), 
ascending through the ranks master Shang sends you on 
and being out of the academy your way to retrieve the four 
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elemental spirits inhabiting the 
Wandering Isle, so they could 
help you determine what has 
happened to Shen-zin Su, also 
known as the Wandering Isle. 
You meet your companion 
not long after setting off on 
your work, and this companion 
is Aysa Cloudsinger, a young 
master of the Tushui way of 


the Monk, a practice where the 


monk lives his life in meditation 
and training, carefully planning 
every step he or she may make. 
Aysa, aS a master Tushul 
pandaren, is meditating when you 
find her, and you are approached 
by Merchant Lorvo, whose cart 
had just been raided by Wood 
Sprites (which are, essentially, 
plants, so don't feel bad about 
killing them], so, being the 
honorable student you are, you 
set out to help the poor merchant 
and retrieve his goods, as well 
as liberate his assistant from the 
Vermin. Once you've done that, 
Aysa has finished meditating and 
you and her go meet one of the 
Pandaren ancestors, a deceased 
Tushui master named Li Fei 


to discover the location of the 


Wandering Isle spirit of fire: Huo. 
On your way to find Huo you 
go, stopping at the nearby Wu- 
Song Village to meet with your 
other companion, Ji Firepaw, a 
master of the way of Huojin monk 
philosophy, which believes that 
the direct way If the best way. To 


demonstrate this, Ji is helping rid 
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the nearby village of the Hozen 
invaders, a race of Monkeys who 
strive to do mischief and cause 
damage. What you also do Is 
gather kindling to re-ignite the 
spirit of Huo and sort-of sweet- 
talk him into following you to the 
temple at the center of the island. 


Once the Hozen are taken 
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care of and the kindling has 

been gathered, onwards you go 
towards the Shrine of Inner-Light, 
where you're met by master Li 
Fei, who challenges you to a Spar, 
to determine whether you are 
worthy of approaching Huo. One 
2 minute encounter later, you 

and Huo are traveling back to the 
Temple of Five Dawns, in which 

a statue of a young Shen-zin Su 
and Liu Lang, the first pandaren 
explorer to go beyond the mists 
of Pandaria. Master Shang meets 
you there and instructs you, Aysa 


and Ji on your next moves. While 
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Ji is sent to the Dai Lo farmstead 
to retrieve the earth spirit 
Wugou, you and Aysa are sent 
to the Singing Pools to recover 
Shu, the playful spirit of water. 
You meet up with Aysa, who 
is meditating to find the location 
of Shu, and she sends you to 
train. After you're done with 
your training at the pool of frogs 
and have gathered the reeds 
Jojo lronbrow had tasked you 
to gather, Aysa reveals that an 
old pandaren used to play with 
Shu. This old pandaren is Old 


Man Liang, and Aysa sends 


you off to meet with him. 

Old Man Liang lives atop a hill 
at the singing pools and, after 
hearing your plight, sends you on 
your way to get a Sunperl from 
a nearby pool, which you are 
going to use to approach Shu and 
invite him to play. After a quick 
game of standing in the water 
spouts at the pool of reflection, 
Shu had gotten friendly with you 
and the both of you move on to 
find the spirit of earth, Wugou. 

You arrive at the Dai-Lo 
Farmstead to find Wugou sound 


asleep next to a gong and the 


ever-so-frustrated Ji trying to 
wake him up. First things first, 
though. The Dai-Lo Farmstead 
has been infested with Vermin, 
small rabbit like creatures that 
like to steal crops, especially 
carrots (and really dislike turnips). 
Being the hero of the island you 
go do the only sensible thing: 
eradicate vermin and return 
the crops they have stolen. 

After that has been taken care 
of, Ji comes up with a plan. You 
are going to get a mallet that the 
villagers use to ring the gong. 
Surely, the gong would wake 
Wugou up. The only problem 
is, the mallet is guarded by a 
big and nasty vermin. Being the 
hero that you are, you dispatch 
the vermin, get the mallet and 
gather up planks for Jojo to 
break with his mighty brow. 


Surprisingly enough, the gong 
idea falls flat as the ringing of 
the gong does nothing but maybe 
make Wugou snore a little bit 
louder. After that, Ji reveals his 
second Idea: a plan of asking 
Shu if he could be able to wake 
Wugou up. All this time while you 
were running around, Shu had 
been playing in a nearby pool, 
creating small water spouts to 
entertain a small Mossback Toad. 
A quick chat later, Shu comes 
with you, creates a massive ball 
of water and dowses Wugou 
all over. The earth spirit wakes 
up and off you go back to the 
Temple of Five Dawns with both 
Spirits in tow. Your next target, 
the spirit of wind, Dafeng. 

Your quest to find Dafeng leads 
you to the Ridge of Laughing 
Winds, specifically, the Morning 


World of Warcraft Community Magazine 


Breeze Village. Along the way 
to said village, you can stop and 
listen at a Lorewalker talking 
about the origins of Shen Zin 
Su. When you arrive at Morning 
Breeze Village, a sight opens up to 
you. Hozen are running rampant, 
demolishing scrolls of wisdom 
and stealing fireworks. Your first 
order of business is dispatching 
the Hozen defacing the various 
scrolls of wisdom that the 
village's elders have put up, while 
at the same time retrieving the 
paint they have stolen as well as 
gathering up stone bricks for Jojo 
to prove the might of his brow. 
Once that is done, you return to 
Ji who is watching Aysa meditate 
and he suggest you both deal 
with the Hozen threat to the 
north of the village. This entails 


retrieving the fireworks that 


er 
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the Hozen have stolen from the 


village, handing out pain to a lot 
of monkeys and ridding the island 
of their leader. Along the way you 
find a jade pillar and decide to 
show it to Jojo. He tries to break 
the pillar with his mighty brow, 
but fails to do so and passes out 
next to it. When you and Ji are 
done with ridding the land of 
Hozen, you return to Aysa who 
has located Wugou, who is hiding 
from a black cloud serpent called 
Zhao-Ren, but Aysa assures you 
that he can be dispatched of. 

So off the both of you go to the 
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Chamber of Whispers where you 
are greeted by the sight of violent 
winds rushing everywhere. As 
you make your way through the 
chamber, you arrive at a terrified 
Wugou, who calms down at the 
sight of you and Aysa. Meanwhile, 
Ji has devised a plan to deal with 
Zhao-Ren, which involves the 
same fireworks that you liberated 
from the paws of the Hozen. 
Zhao-Ren Is slain and the last 
Spirit of the Wandering Isle is 
yours. Congratulations! But it’s 
too early to celebrate, as you still 


need to figure out what Is wrong 


with Shen Zin Su. To do that, you 
are approached by Master Xi, who 
has formulated a plan and for that 
needs to gain you entry into the 
Wood of Staves. To do that, you 
need to defeat a large guardian 
statue, that’s blocking the way. 
After you gain entry, Master 
Shang Xi gives you the task of 
cleaning up the wood a bit from 
the mischievous sprites that 
have overrun it, as well as gather 
prayer beads from the nearby 
trees. After completing your 
errands, you return to Master 
Xi who tells you the story of the 
Wood of Staves and tells you 
to meet Aysa and Ji, who have 
taken the spirits to a nearby 
platform where you will use 
them to speak to Shen Zin Su. 
Both Ji and Aysa are 
heartbroken when you come 
out of the Wood of Staves, which 
is an ancient burial ground 
for renowned masters of the 
Wandering Isle, but they quickly 
move on to the task at hand. 
Using the spirits, you fly out 
to the front of the island and 
speak to Shen Zin Su, who tells 
you about a thorn in his side 
that he cannot get out. Upon 
further inspection it turns out to 


be an Alliance airship that has 


crashed into the Wandering Isle 
in the Pei Wu forest, a walled 
off section of the island that the 
Pandaren don't normally go to. 
Your target in mind, you land 
and set off to help the Alliance 
and Horde in peril in the Pei Wu 
forest. Bashing your way through 
a gate with the aid of Jojo and his 
totem. In the forest you meet a 
hermit called Wei Strongmane, 
who Is helping Korga 
Strongmane, a Tauren who used 
to be a prisoner on the crashed 
airship. After helping the stranded 
orcs gather supplies for Korga in 
the form of Bamboo, as well as 
thinning the local tiger population, 
you move on to meet Makael Bay, 
the ex-captured goblin engineer. 
Makael Bay and his crew are 
surrounded by Saurok when you 
get to him, so you do the only 
sensible thing and kill as many 
Saurok as you can, all the while 
gathering explosives for Makael 
Bay’s plan. After he thinks he 
has enough, you move on to 
help the alliance camp which 
is next to the shipwreck, led by 
Delora Lionheart, a captain from 
Stormwind. She and her crew are 
having saurok issues, So you go 
kill a bunch while also rescuing 


the wounded from the shipwreck 


as well as gathering up medical 
supplies. Once the saurok force 
is thinned, you go and help Aysa. 

Aysa at that moment Is fighting 
the Saurok leader, Vordraka, 
the deep sea nightmare. After 
dispatching of the leader, the 
saurok forces scatter and you 
manage to brief Aysa on the 
plan, which she thinks has to be 
stopped. You run up to the deck 
of the ship and there's Ji, planting 
the explosives Makael Bay had 
prepared. They both exchange a 
chat and Aysa reluctantly agrees 
to Ji’s plan. The explosives go 
off, but the turtle is left with a 
massive gaping wound in his side 
and now it’s up to the combined 
forces of the alliance priests and 
horde druids to help heal it. 

You, being the hero that you 
are, free the healers of both 
factions from fallen wreckage 


and help protect them while 
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they attempt to heal the turtle. 
Luckily, the wound heals quickly 
and the Horde and the Alliance 
forces push the saurok back 
into the sea and a momentary 
piece is found between the both 
factions, as you make your way 
back to the temple of five dawns 
where you are greeted by the 
spirit of master Shang Xi for 
the last time, as he gives you a 
choice on which faction to pick. 
After this, the story of the 
Wandering Isle ends with you, 
Aysa and Ji as its saviour. If you 
pick alliance, then both Aysa 
and Jojo are going to be joining 
you In your audit with the King of 
Stormwind, but if you pick Horde, 
then Ji is joining you to talk with 
the Warchief and from there, your 
true story begins (with a faction 
that you'll never reach exalted 


with still in your factions tab).m 


By Maris Jirgens 
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MOON GUARD - THE 
DARK AND BRIGHT 
SIDE OF ROLEPLAYING 

SERVERS 


Moon Guard, the proclaimed filth of the World of Warcraft Roleplaying community where only 


By Zachary Wetmore 


those who wish to participate in the infamous act of Erotic Roleplay take home there. 


RR with me, and you will up on it and stopped Roleplaying for just being on the server and 


see the true face of the or participating in the new kicked for a Looking For Raid, or 
Moon Guard community, and erotic tendencies of Goldshire. Looking for Dungeon group, this 
how most of the Roleplayers On Moon Guard, we are includes myself as a 548 Arms 
on Moon Guard act towards notorious for Erotic Roleplay, Warrior. Many have the thought 
those who participate in there are countless amounts of embedded into their mind that 
the Goldshire cesspool. instances where players from Moon Guard Is a server full of 
To begin, Moon Guard was not a Moon Guard have been called out bad Roleplayers, bad raiders, 


server back in the original World 
of Warcraft, it was in Wrath of the 
Lich King, when World of Warcraft 
was at its highest subscriber 
peak. New servers made ina 
new battle-group Emberstorm 
(US). In the early days of the 
server Roleplay flourished and 
there was harmony. A few years 
later during the Icecrown Citadel 
raids, a group of Draenei raided 
Goldshire, naked and dancing 
everywhere. They did this non- 
stop for days, until others picked 
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ENCYCLOPAEDIA OF ROLE-PLAYING TERMS 


C IS FOR... Character. From the person you are 
in real life to the person you become in-game, 
the “character” is who you are, what you do 

and how you behave - it’s just as important to 
have a character to your toon as it is to have 
character in real life. This doesn’t mean they 
need to be likeable, some of the best roleplayers 
I've experienced have been those that act as 

the miserable bad guy - which made me loathe 


them from my toon’s perspective but love 


it off earn my greatest respect. As mentioned 
last issue the balance of a character can be 
the be-all-or-end-of a toon. Remember not 
to take their strengths too far or make their 
story too short; your character will offer you 
the outcome you put into it. In other words - 
effort and proactiveness will produce a more 
interactive character than someone who has 
little to say or do, this will in turn provide you 


with more roleplaying opportunities with others 


them as a fellow roleplayer; it takes some real 


guts to be the hated one and those who pull 


around you and within the WoW universe. 


and bad PvPers. Moon Guard is a 
Roleplaying server with a defiled 
reputation. Many people on other 
servers believe that they are of 
higher status than those of Moon 
Guard. This also applies with 

the other Roleplaying servers. 
Wyrmrest Accord is a great 
example of this, from my studies 

| have found that if you are from 
Moon Guard people will either not 
acknowledge you if you are trying 
to Roleplay with them, or they will 
break into out of Character and 
say “((lol Moon Guard go back to 
Goldshire])”, something along 
those lines. It is quite saddening 
to see roleplayers treating others 
like this. However, | do not mean 
to oust Wyrmrest Accord there 


are many great roleplayers and 
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Roleplaying Guilds on the server. 
While Moon Guard has been 
labeled as a ERPers, | have 
failed to have an intelligent 
conversation with someone about 
the darker sides of Moon Guard 
without getting into the issue of 
Goldshire. For instance, Politics, 
Politics run rampant Alliance 
side within all of the guilds. You 
are either with the main group 
of friends within the council or 
you are nothing. The Moon Guard 
community can be vile at times, 
with people abusing their powers 
as a Bishop or as a Warlord just 
for their ranking. If you do see 
harassment or are subjected to 
it, please, please write a ticket to 
Blizzard, reporting them for spam 


will do nothing unless you are In 


a guild of people who do not put 
up with such negative behaviour. 
There are people who you can 
go to for support If you are being 
subjected to Roleplaying bullying 
that isn't Blizzard. Most guild 
officers are strict adherents 
of the anti-bullying campaign 
and there will most likely be 
consequence for their actions. 
However, since we are in a game 
environment, we can provide 
evidence that isn’t “He said she 
said’ By taking screen shots 
and uploading them to imgur. 
Now then, to the bright side of 
Moon Guard. When you get past 
the blackened reputation of the 
server, you will find very many 
different guilds, from strictly 


religious Guilds that follow a 


fanon of the Holy Light Created by 
the server to heavily militaristic 
Guilds fighting to reclaim 
Lordaeron. And that’s just the 
Alliance! There are near countless 
guilds out there that have made 

it large, who have really made 

an imprint on the server. It has 
been filled with many great 
people and great guilds, we have 


every kind you can imagine, 


from Strictly Roleplaying Guilds 
to RP-PVP Guilds (Roleplaying 
with Player Vs Player] As well 


as pure PvP guilds, RP-PVE, 
as well as raiding Guilds. 

The few guilds of the Server 
that have truly impacted the 
Roleplay of everyone is the 
Clergy of the Holy Light, The 
Kor’ kron Legion, and The Legion 
of Vengeance. Each one of 
those guilds have impacted the 
community with server wide 
events and storylines that are so 
rich in drama It’s like a cake with 
so much frosting on it that it’s 


caving In on itself. With that said, 
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the other guilds on the server are 
on the steadfast tract to doing 
this as well. | am purely going 
by how long the Guild has been 
active on the server, and what 
they have done for the server. 

In conclusion, Moon Guard 
is a server with a blackened 
reputation and an abomination 
in the form of Goldshire. The 
Roleplaying server in its purest 
form is that of great Guilds with a 
strong backing behind them. We 
are people just like you, except 
we engage in Roleplay. That Is 
the only true difference between 
us, we are no lower nor higher 
than anyone else within World of 
Warcraft. There is the dark side 
of Moon Guard, and the bright 
side, it is only a matter of what 
side you believe, and | sincerely 
hope that your mind has been 


changed about Moon Guard. = 


By Zachary Wetmore 
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MY WOW STORY 


By John M. Miller 


When youre a quiet, shy, and introspective boy just entering into middle school, 


the world around you can be very different from how you perceive It. 


verything in front of you is 
E' mild distraction, faceless 
mobs between where you re 
dropped off and where your first 
class of the day Is. You look only 


inside, ignoring everything else to 


have as silent of a day as possible. 


Sure, this closed off mindset 
that |, not a narrative “you” 
anymore, but | had may have 
been a way to hide from the 
outside world and the people 
who inhabited, but | was happier 
living a nice, quiet, existence. 
Everything that | was in my 
younger years: Reading, writing, 


drawing, all silent, all done 


Pp 


[ 
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within with only some outward 


expression of themselves. This 


was the John that everyone knew, 


what seems to be, forever ago. 
So what sort of activity 
would appeal to someone like 
myself, who enjoyed a quiet 
room and his own company 
above most anything else? 
An activity where you could 
sit alone, never speaking, but 
communicating with new people 
and exploring strange new 
lands? Books, of course, were a 
constant, but what about when 
you needed something more? 


With skyrocketing advances In 


technology and science it was only 
an arm’s reach away, a portal into 
new worlds and a link to people 
all over the world. Video games! 

| was never one much for 
consoles. Handhelds were my 
main interest. I'd play Pokémon 
for hours, then days, then weeks 
on end and move on only for 
other games, Zelda, Snakes, 
and more Pokémon! But one day 
my mother brought something 
new home, at the behest of my 
younger brother. A game for 
the computer, that’s weird, and 
something you need other people 


to play with to really enjoy. But you 
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didn’t need controllers or cables, 
just a subscription, and World 
of Warcraft was open to you. 
After that, it all started with 
an Orc. The Horde, with their 
rugged and strong willed races, 
their brutal and inspiring lore, and 
their vicious aesthetic were too 
much for my brother to resist.. 
Sure there was the Alliance, but 
he'd tried that and “It was pretty 
boring’. As his Shaman was just 
beginning, one character's story 
ended, abruptly. Eilthis, a level 
2 Druid, was sitting un-played. 
This was where | was told to 
start. “Give a try. | didn’t like it, 
but maybe you will,” was all | was 


told as | sat down. | was a purple 


character, that could apparently 
turn into Animals sometime in 
the future and that could be pretty 
cool. | had Wrath. Not the emotion 
but the spell, and only that. 

It's been ten years since then. 
Kingslayer! Firelord! Conqueror! 
Eilthis and | have slain thousands 
of monsters and thousands 
of Horde with equal delight, 
earning titles, achievements and 
accolades the entire time. But 
the best thing to come out of it 
all was joining a guild, Burial, 
and forming friendships that 
have lasted for over five years. 
Raiding, PvPing, collecting, and 
farming have been fun activates, 


but, as the achievement said, 


“Time Flies When You're Having 


Fun” and my guilds, my friends, 
have made years zip by. 

So what has World of Warcraft 
been to me? An adventure into 
another world; An expansive 
universe with stories that 
captivate me and characters 
that either enrage or enchant 
me; An outlet for all my worries 
and troubles in life; A place to 
be with friends I’d never have 
met otherwise. | might have 
been able to have these same 
experiences In other games or 
places, but, it happened to me in 
WoW, and for that, | don’t think 
| could ever stop playing it.= 

By John M. Miller 
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NEW FACES GALLERY 


With the release of the pre-patch for Warlords of Draenor, we were treated to a complete 


character model overhaul (except Blood Elves, sorry!) so we decided to take a few screens 


of the new facial expressions in action and here's what we came up with! 
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